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What, no disk? 
Ask the newsagent! 



. THE CHAO. 

*FBNGIN 




The second coming... ^a^iILL* 
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17 BRAND NEW GAMES REVIEWED! 




LEMMINGS 3 • SIM CITY 2000 • * ^ 



MORTAL KOAABAT II • SW/OS 
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FIFA INT L SOCCER 

23.49 




WORLD Of|i fyf 




IHEME PARK 

23.99 



ARCADE POOL SENSIBLE WORLD OF SOCCER 



7.99 OR 11. 99 COM 



19.99 



SUPER STARDUST 
18.99a>200 OR CD13 



CANNON FODDER 
SETTLERS T3 
CHAOS ENGINE 



savc 

£15 



rJ save 

£W 




BEAU JOLLY COMP 

25.99 



RISE OF THE ROBOTS TOWER ASSAULT 

27.49 oh 25.99 ai?m 1 4.99 or 1 9.99 coa? 



CHAMPIONSHIP 
MANAGER W AND 
UPDATE DISK 



CHAMP MGR COLL 

13.99 



SAVE 

£/S 



THE SETTLERS 

16.99 




23.99 aimo 19.99 



CANNON FODDER 2 PREMWGR2 PREMMGH3 



CD1? 



19.99 



8.99 



16.99 



MONKEV ISLAND 2 

12.99 




MORTAL KOMBAT 2 BANSHEE 

20.99 ' 1 8.49 A12001 8.99 con 



RISE OF THE ROBOTS 

23.49 cm? 



GUARDIAN 

'\ T SAVp 
W ^ £11 



GUARDIAN 
18.49cD32 



SPORTS MASTERS 

13.99 



SIM CITY 2000 

23.99 A1200 



CANNON 
FODDER 




cannon fodder 
21 .99 com 




UTIL DIVIL 
1B.99CD32 



SIMON THE SORCERER 

23.99 CD32 



PIRATES GOLD 
15.99CD32 



MEGARACE 

23.99 CD32 



FIELDS OF GLORY 

20.99 co32 



MP 



wflfnof mark on ASM 
Mm. 4400 or AIM) 
will ml -or* on 41700 
I All 1 TEftAmf Ml of HAM 
1 HlWIItm 



H0I2 
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IBID 
IIM 
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ISOT 
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DM 
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ALMOh 

alfreocmCkin 

ALIEN BREED i 
BaNShEC. ... 

body blows 
boov blows galactic . 

DHUTAL FOOTRAl i OClCUE 

CAPTIVE 1 LIBERATION 

0MJHTION AOA . ... . 

DETROIT 

DHEAMWEB 
DuNGE ON MAS It R 1 • 

EOT .. ._ _„ . 

'11 OS C* GLORY 

FOOTBALL GLORY 

GUARDIAN* _ . 

HEBATJALL 1 ■ BANE O' ASGAHO 
ILIHOSSfHI UISS«1N 
I5MAR / • LEGIONS OF CHAOS 
-AMES POND COLLECTON 

(•AMESi-ONDiUI 

J unci £ jIHIHE 

■ICHOO) IB 40 

HON - i'i . _ (OAS 

MIGHT. WAX IIW 

0N1HIHU —ROCMVEONLY 

if ague edition xn 
woniDa*'nimcN_^ . »ab 

POA EUROPE AN TOUR 19 AS 

PRt*UEII MANAGER 3 IAN 

rise of ihe robots an 

ROAD Km* KM 
SABRE TEAU 1|M 

SlMCITYJBCO mm 

SBBONTHE SORCERER UK 

■HON mi sgrcehehj . nm 

SKELETON KREW ttm 

soccer k© ttm 

star the* jst» awaversari 

i"AR0 DMM ONLV1 DH 

see "arioso. a„ 

SUPER SIARDUBTT IW 

tfi --.am 

The mi -A*** n *» 

'CP GEAR I < I Mi.. _ OAS 
i*Q ENEMY UNKNOWN 13 M 

WBMfcEV tVTWt SOCCER 1-4.) 



AMIGA GAMES 



A-THAIN I MB- _|M 

A 'RAiN . CONS' SET I MB IIM 
AT R iTEAM IT| 1MB* IB 49 

AIOTANP.UUERI MB KM 

*"(*• J IBM 

ALIEN BREED - IX I MB tM 

ALIEN BREED 2 I MS IT At 

ALIEN BREED TOWEH ASSAULT MM 

AflCADt POOL I MB ... IM 

ARCHER MACl CAN 5 POOL TM 

AHWOL<nOEDOC*1 J I MO HAS 
AWARD WWNERS 1 I MB 
C*W*AT0« ELITE 1 IEMUN05 • MM 
AWARD WINNERS OOlD I MB 

MNBU SOCCEH ELITE. 

JIMMY WHITES SNOOKER TOOL MM 
BAOOCL A BUHNER I MB ■ . II JB 
BEAU ADILV COMPILATION 

'cannon (odder settlers 
chaos engine to t mb mm 
beneath a steel sky i mb 73m 

BENE'aCIOR 1*4| 

elagk ch'pt i mb id *b 

BLASTAR I MB TM 

BOOV BLOWS I MB ~ ._ ... SJB 

ecCvBOWSGALACnciMB ,. IT.M 
0O>»Jli MAS TIBS f^lMMEIt 10*- 

BRUTAl FOOTBALL ijm 

BUBBA N ST IK law 

PHL* 1 N Kim || M 

BUMffBBl • IBM 

CAMPAIGN r MB ISM 
CAMPAIGN; I MB „ . WB 

::v*«r,'uwi» I mo UN 

OArWO N fOOOEH 1 ■ MB IBM 
CKAAIP UANAOtB IVW I MB ... _ MB 

CHAMIAONSHU' MANAGER 

'END CF MASON DATA DBMI I MB 1 1 «v 



f.HAMI- MA-.AUEO COLLECTION 
IB1*M - UPDATE OS") ' MB I1M 
C'LAMCIONSHIP HA', A J I, HAIW 

»TM I MB t|M 

<r4LVIC>S)li°LUt<A.-.Fi' ITALIA 

UROATSDlS-lMB- ibib 

CHAOSENOME .. ... *M 

OVBJSAnON'MB I7M 

J Cl A S1IC COLLECTION ■ □ELFHIHE 

■ (FLASHBACK CRUISE 'OR A CORPSE. 
ANOTHER WORLD OPE RAT ON 
STEALTH. FUTURE WARSI I MB • IB M 
CLAMC COLLECTION . LUCAS ARTE 
'MONKEY ISLAND MOYXMEB ■ 
'HI LAS' CHU5AOE lOOM MANIAC 
MANSION. ZAK MCKHACKENi 

tWB 

aiO FOOTBALL I MB _ _ IBM 

COMBAT CLASSICS I 

I6*ENT SERVO J FIB STEALTH 
Fliiii'tR "AQt ISLAND) I MB Mi 

COMBAT CLASSES 1 

^HISTORILINl CAMPAIGN 
GLP4SHIP JOU0) 1MB* 11M 
COOiaPOT Kit 
CORRURTION iM'SCROUt) ... .-AM 

cRieaET uas'I'IS • MB" IAN 

il OAI IIMPRESSlONSl I MB tt M 

DAMN PATROL 1MB XM 
DEBEFtT STRIKE I MR to M 

DETROIT 1MB .. - , *IM 

OOOBOHTIMB ..-.>, 

DAAilONSTONE ... IBM 
■■ in «^| 

OUNE 1MB) 114* 

DUNE 2 I MB X M 

BUvMNU I M3 _. 

ELITE _ ^„7JB 

Eli'E J i'RONTIEKi I MB ..... 14 M 

ENBR'O- IBM 

EYE OF THE BEHOLDER I MB <(M 
EYE O* THE BBMUkM 2 I MB '2 *» 
1 1 .OOMAPKi I MB ITM 
'IIJA STEAL III FIGHTER ! ' MB I3M 
'•ELDS OF GIOR' I MB 21 U 

F#AIN'NLSOCOERIMB 3S4B 
FOOTBALL OLOR- I MB • IBM 
FOOTRM1 MAS'ERb |ESP> I MB a IBM 



beneath a steel sky 
21.99 com 



NEW IVCOLDC* lEMMINGS i MB IBM 

NOlFALOOSOOLF KM 

ON THE BALL 
LEAOUE (DiT<IN 1MB igoi 
WORLD CU" EOTiON I MB IBM 

OYERDFOVIIMB AM 

OvfUORD I MB MM 
PATRrCIAMMB _. MM 

PGA EUROPEAN TOUR • MB ISO 

POA I OUR COll )Ut 

PINBALL DOUBLE PACK I Ull 

PINBALlORCAAfSt FANTASIES I'M 

PINBALL DREAMS I MB . IJM 

MMWU FANTASIES 11 M 

POLICE OlAEST 1 I MB l?M 
POl«RORI»E I Mh KMB 
ROiYEHMONGER - 

WW I DATAOOKfpOW) Ml) 

WiIM.fR MANAOCR 1 1 MB ... ... AM 

"tWH MANAGER 1 I MB • ISM 
PRINCE OF PERSIA I MB _ IM 

RAIinOAO'.COONiMBlNOP) MM 

REACH FOX THE MB 119* 

MMAfl I MB IB M 

RISE O* THE ROBOI4 I MB" f*» 

R OA0WA 5M I0AS 

RORAESORIFI. . _. _7J| 

RUFF AND TvaABLE I MB • 1141 
RUGBI LEAGUE COACH I MB _ IBM 

GAOXE IEAM IBM 

SCRABBLE lUSOOLDl 1AM 

MCONO SAMURAI I MB <N0II) - AM 
SECRET OF MONAI..SLAND 1MB KB 
HCHCOFlAC^Ui' iSLAMl.'i MS l?W 

SENSiBLEOOLFlMB M4t 

iENSlBlE SOCCER 

9J|»1 SEASON _. , ... AM 

INIENNAIIONAL EDITION I MB 



AMIGA CD32 CD's 



ATH. 



TEAM I "i • n 
TQIYERA.SSAULT HM 



MB I9.M 



FORMULA I GRAND PHI I 
IWMWA I WORLD CHAMP 
EC"iON« . 
miU I MASTERS 1MB- 

GOAL 

tttUtW COOCH TEST MATCH 
SPECIAl I MB ... 

KINSHIP ^000 I MB 

HEART O* CHP4A I MB 

HE4AI>All.t1BAt_ 

I'EROOUEST 2 I MB 

HlREDO^NSIMB.. ,. 

1115'OniLiNE IB 14- IS > MD 

HOOR. .._ __. 

HUNTER i i . 

■APOSVBIE MIS&ON I MB 
P4LKANA J3NES FA'f OF 
ATLANTIS AOVEN'URE I MS 
•NTNl RUOBY CHALLENGE 
SHAH 1 I MB 
iSllAR J I MB 



i>. 



14VI 

IJM 
21 u 



9ENSBLE WORLD OF SOOCt" 

8ATTUM IBM 

SHADOWORLOB(MSIJ) ._ „ BM 

MPW SOCCER 

(WCFAD CUP EDi'«JNI I MB . .1741 
SILENT SERVCE 2 I MB 11 M 

SIM CLASSICS JIN I 

tSIMCiTY CLASSIC SIM l*E . 

SAI ANT 1 1 MB OH 

THE SORCERER 1 I MEG) El M 



SIMON THE SORCERER 1 1 MB 
WI0 VARUS I MB 
SKID MARKfi DATA OfSK I MB 

SLEEPWALKER ,^ , _ 

SOCCER "D 

SPACE LEGENDS 

■WING a^LUNOER 

MEGA TRAVELLER. ELI'El I Mil 



Ji MS 
TIM 
UM 



ALIEN BREED HAOMU) 
ARABIAN NIGHTS (AOAi 
ARCADE KOI 
0ALXIIEL I SKNNER • 

RANSMEE 

(WITUEOHE3S 
BENEA'll A STEEL SKY 
Bfl UTA1 (OOTBAll 

BUBBA N ITU 

BUBBLE AND SOL* AX 

■ ANNWlXCfH 
CAPTME J - 1 IB* RATON _ 
i:0L>CI|4wiE iVCHIUf I, 
COMPCATIuNCF SHAREWARE 

"in .'.in 1: :c-<> ■i-vi"wAm 
CHAOS ENO MI 

CHUCK ROC" ) 

D-lfNEILA'ON 

D SPOSAFKE HERO 

OiZT. -TNIBOSDI' 

OOMK 

OUOONSTONE 

DREAM WEB 
EL"[ 3 {FRONTIER) 
FIELO3 0F GLORY 

FIOE ANO ICE 

FURY OF THE FMVUtS) 

GUAROMN 

BUaMMBBX _ 

hclmoall i ■ bane of asgard 

HUbHMlAl 

■AFOMBKI mission 

LAMES POND ■) 
JLRFjLE STRWE 

-COP* J 

■ O CHAOS 
. -r- ■ ■ r. . TME 
LtUMINOB 

L'T» diva... ,,. ... _ _ _ _ „, 

LOTUS TRilOOY ILOTU3 l.». II 
MAN i"u PREMIER CHAMPIONS 
MEGA RACE 

MICROCOSM 

WITH PhRASI BOOK 

MOM FALOOS OOLF 

OVE>»<llLAlLP*R-C 
RNBA1X FANTASIES 
PBWQE 

PiRA'ESGGVD 
POWEROnVE 

PROJECT > SiE I FI7 ChAilENOE >' 



•TM 

. MM 

IIM 
?IM 
IBM 
IB M 

/1 M 



•BW 

ii w 



I4M 

I'M 
IB iB 

ITM 
tlM 
12 M 

>m 

IBM 

11 M 

1499 
20 M 
I'M 
|| H 
IB 49 
'BM 
?i H 
IBM 
IBM 

IB It 
JIM 




-1 M 



BRILLIANCE H ADA. 

F°ELIER PROFESSIONAL ART PACKAGE 
12 MB HARD DRIVE RE OJIIIID) „ . 
VISTA PRO ATI> 

CREATE SPECTACULAR VIRTUAL WORLDS 
WITH THIS POWERFUL SCENE 11 • CREATOR 
AND ANIMATOR '.'MB HARD DRIVE HEOLMFDl MM 
WOflOYlORTH Vl AOA 

WORD PUBLISHER (1 MB F"ERNAL IKS" 
OR HARD DRIVE RtOUMEDI MM 

WOROWORIH V 1 I AG A 

PREMEU TOP CUAilTl WORD PuBUBNER 

3MB EITERIMIDUKCRHAHION.E "EOURUA (7 SB 





S 9.99 


SB \\%- 


i 




AMIGA EDUCATIONAL 



AMIGA APPLICATIONS 



l»4M 
IB 

IB 99 
IS09 
IBM 
UM 

1?» 
.11 » 
M99 
IBM 
IBM 
. It 40 
•S M 



IIM 
21 M 
AM 
SM 

.1: .-- 



II 49 



K'XIN MADDENS tU 6) FOOTBALL IDAS SUPER HODS 



SPACE QUEST 4 I MB -.ISM 

SPECIAL FORCES I MB BM 
BPEEDBALL I II SM 

SPORTS MASTERS 

IPOAOOLF. NOV MX ADVANTAGE 
'EMMS EURO CHAMPS >1Mtf| I MB IIM 

MM STABLE MASTERS iESP) I MB ■ IIM 

- STARlOROiMB 0M 

S'li£E"'GKTE«B ll«| 

SUPER TROT* I MO ||M 



AMBLE STRME I MB IB4B 
AlRAWlC PARK t MB IIM 
KJ40 I UTOPIA r> I IAB IIM 

WQp 

WCKOFFJ IB4B 

•CO CHAOS I' M 

•IN0MAKER 1 MB IIM 

•UNOSOUESTSIMB 14 AS 

•INGS QUEST a I MB 22 M 

■NIGHTS OF IHE SHY I MB I74S 

LASERSGUAO _ ..AM 

I.EGLSOS OF VAtOU" 1 MB INOHI 1 1 M 



LP illNI ".I HI lAIHIV ■ 
LEISURE SUIT LARRY 3 I MB 

LEMMINGS 1 

LP4A8 lOOLFi IHARtl DRIVE 

HEOUMJOl I MB 

I OMBADD BAC BALLY 

LORDS DF >'< REALM I MB 

LOTUS i iMB(NOili 

LURE OF THE TEMPTRESS I MB 

MANCHESTER UN1IED 

MAN UTTJ PREMIER LEAGUE 

MAN U'D l**MIER CHAMPS 
OAT* DIE" I MB 

MCPOMAOm. 

MONOPOLY 

MORTAi KOMBAT > MB . . 
MORTAL KOM B AT J I MB • 



11 411 
I? 41 

-AM 

If.Afe 

■ M 

31 4« 
IIM 
M 41 
BM 



if M 
IBM 
20M 



S-JOU*>4K'i.E"'RA CARS A 
TRACKSl I MB 

SWIV (NOP) 

SYNDICATE I MB 

TAC'CAl MANAGER 
ENGLISH LEAGUE I MB 
IT Ail AN LEAGUE I MB . . 

Tl'FBS * COLOURS 

THE BLUE 1 1»* ORE' I MB 

'X GREATEST 

UBjBA Mm iupa of th 

'EMBTntSS DUKEi I MB 



IB4» 

• II II' 
>a» 

J149 



14 IB 



ivtEve farii 1 m ...am 

TRAPS N TREASURES I MB IBM 

ULTIMA i (NOIi) ... AM 

UNVLRSE I MB , , n M 

VALHALLA I MB . . .. IBM 

VAL"AiLAa 1MB- 1) 9a 

WALKER .. . . 'M 

mi'lfif W.CS' LEAGUE 1 MRIT49 
WIHQ COMNANOCII f I MB AM 

WONDEROOO _ ... |JB 

WORLD CUP YEAR M 

lOOAL CHAMP MANAGER M . 
RATA DISH STRIKER SENSiBEC 
SOCCE R| I MB IAM 

ZftfKXI 1 MB* MM 

?D(K « MB , m 

WOL 1 1 MB _ I M 



*5E OF THf liCOOTS ■ BM 

ROAOKU* .. 20 M 

ROBOCOO jAMEf* PONO 3i . - UM 

SABRE TEAM IBM 

SECOND SAMURAI IBM 

StEK A DESTROY I7M 

iBaMU socc* I Mnn EDITION 1 1 IN 

■BM '-E SORCERER am 
S#E.E'0NI.R(W IIM 

SOCCER RO IBM 

SPEEDBALLi-. U4B 

STRMER . . . _ IIM 

SUBWARJOOO* MM 

SUPER FROG . . ... MSB 

SUPER (OQPZ IBM 
SUPER STARDUST . IBM 

•Of MAR 7 UM 

THtviAi PURSUIT 10 M 

UFO ENEMY UNKNOWN , IBM 

ULTMATE BOOY BLOWS 

IBODY BLOWS B OALACTICI IBM 

LMA SRJ1 MM 

VITAL LIGHT IBBB 

WEVOKviNTvi SOCCER IBM 
WILD GUP SOCCER t | M 

WORLDCUPGOlF .. IBM 

•TOOL . 12 M 

IOOL 7 - IBM 



DIGITAL VIDEOS 



SPECIAL RESERVE TOP ia HI MS 

APOCALYPSENOWllBI I7H 
S'AR IREK V (INJi is M 

SLIVER (III , ITM 

K»4TFORRIUOCTOBeMilSl ... ISM 
T»«NA*EDGUN,ISt ... I7JB 

GHOST „&, „ N 

TOPGONiPOl . ISM 

a-Xiaus • AMt» VALUEBiPOl IBM 
PATRTOTOAMESliSI . . . IBM 
OACFr fJUCK AND >R>ENDS >Ui- IBM 



AMOS PROFESSIONAL 

POWlllFUt GAMES CREAIOO 
II MB INSTALLABLE I 
AMOS • COMPILER PROFESSIONAL 

COMPILE S and SPEEDS L* PROGRAMS 
WRITTE N P. AMOS EASY AMOS OR AMOS PRO 
1 1 MB NSTAUAaLf 1 

AMOS -CRAFT 

ADD-ON E4TENSKP4 TO *UOS OH AMOS PRO 
OAINO OVER IIUNEWCOVAWNOSAND 
INSTRUCTIONS II MB PISTAllABLE) I4LM 

dat ast ore database system 

Sample io use. fulav fea'uiilu 04 1 abase 

SYSTEM UMB iNSTAiiABLE)* IBM 
DEKIM PA4NT > 

VtR> POrtERFUl ART AND AN KMT ION 
lACKAOf WITH E»T(NSIVE FEATURES 
A BEST SELLER AND A TOP AWARD WP4NER 

(1 MB INSTALLABLE) |M 

OflUlF PAINT 4 

EitensjvEi* featured design, paint and 

ANWA'E IN UP TO LOW COI OURS With HAM 

MODE ,i MB INSTALLABLE) MM 

DELUll 'AW S 

'■"EMER ART DESIGN ANO ANIMATION 
PACKAGE > t AIURB4G FULL 14 BIT TRUE 
COLOUR ROB EDIT WO I? MB INSTALLABLE 

WORKBENCH lONI' S7M 

f>SK f I PANDER 

A FLElHXE AND EASY TO USE DISK DOUBLING 
SYSTEM FOR All DRIVES INCREASES 
STORAGE SPACE { ' MB INSTALLABLE) M.M 
FINAL WRITER (RELEASE 1). 

COMPREHENSIVE WORD PIIBIISHINQ SYSTEM 
RBTH OVE" "111 FREE TYPEFACES 
II MB UPAMIAA 4 MB OH MORE 

INC0MMENOED HARD ORrVE REQUIRED) BBM 

HANNA BARBER A ANIMATON WORKSHOP 

ElClLLEN' ANIMATION PACKAGE CAPABLE 
OF CHEATING CARTOONS ANDOUAUTY 
ANIMATIONS ' MB MM 

HOMI ACCOLPFTS. 

BE ST SELLMa MONEY MANAGING PROGRAM 
(INSTALLABLE) UNRPI II VAHLC VALUE _ IM 
mWDWOROB 1 

FULL « FEATURED VALUE FOR H "i ■ WOK) 
PUBLISHER |i MB INSTALLABLE} . - MM 
MAUPLAN4 

COMPLETE SPREADSHEET BUVM3BB 
ORAPHCi AND DATABASE SYSTEM 
1 1 MB INSTALLABLE* 7S.M 
MINI OFFICE 

WORDNIOCtSSOFi SphEaDShEE' UAfAflASE 
ANDOISA-UTIIIIIU 1 1 MB *46'AtlABLE> M.M 

MONET MATTERS (HOME ACCOUNTS II 

1MB iNSTAiLAFKE 



IMC . NATIONAL CURRICULUM 

10 OUT OF U • DRIVING TEST I IS*) 

1 1 Mn INSTALLABLE) • 

10 OUT OF 10 ■ EARL . ESSENTIALS O.T1 

IDEAL FOUND AT ON 'OR CHEORENTO 

BVALO OH |l MB. P49IAILABLEI B 

IB OUT OF IB-ENOUBM (5-161 
MC II MB. INSTALLABilJ 

10 OUT OF IB • FRtNCH (O-ll) 
NATIONAL CUFTRICULLM «TT Art (MINI 
TARGETS HI 1 1 MB INSTALLABLE) 
10 OUT OF 10 • JLAWOR ESSENTIALS .- 

■UBJNKO FCKFaOA I IONS 'OH MANY AREAS 
OF T-< NAT4DNAL (XAFtCULUM 1 1 MB 
_ INSTALLABIII 

IB OUT OF 10- MATHS NUMBERS iA-ISI 
NC H MB INSTALLABLE) 

■ABB ADIENaLIBHill-l7» 
AO.FRfNCH.IJ ■ I 

AOIGCSEENOiiSHPACKiU-IIHMB . 
ADIGCI MASMM PAC« 14-iBHMtl 
A0I GCSE MATHS PACK , 14 Nil I MB 
API JUIHOR REAP— 3 il * 



IBM 

IAM 
IBM 
II W 
M.M 
DM 
■SM 



IBB 



4L-NSFUZ411SA*. -YP3GAME3IEAC-PiGlOaC 
SPF-.IIMi WO REA0NG "REf GAME VOUCHtB IIM 

PUN SCHOOL 4 OA) \jm 

FUN SCHOOL 4*7) 17M 

'l»-*CHOOL4|7.| 17.M 

FUN SCHOOL SPECIAL VEALIN S MATHS ff*l 1 1 IAM 
»VN BCHOOL SPECIAL &Pf LLPK1 FAAR(7-IS| ISM 
MICRO EHGliSH IK TO AULA' | MC 1 1 

MICRO FRENCH IB TO ADULH 
WC WITH SPEECH I MB 

MCRO GERMAN <B TO ADULT'i 
NC WITH SPEECH < MB 

MCRO MATHS i II .( NC I MD 
NODDY8 BH ASVENTUAI (),| 
I MB iNSIAo.ASlEi ,. mm 

NODDY SPLAVTRIt .-.i EDUCAT4DNAI 
ADVEN'URE IT MB INSTAilABlCI 
P*BYTPOT»|4-I0| AN E" CITING AND FUNNY 
ART PACKAGE FREE GAME VOUCHER 
WCH WHERE WHAT (4*1 ENCHANTING AND 
CCMfElnNCiGAMES 'REE GAME VOUCHER 



IBM 



tji W 
IBM 



ii In 



ISM 



111 



AMIGA BOOKS 



I'M 

IAM 



CALL FOR FREE 16 PAGE 
COLOUR CATALOGUE 

0279 600204 



PEN PAL. 

EASY TO USE WORD PROCESIWM 

i ' MB INSTALLABLE I »M 

PUBLISHER 

(PAGE LAYOUT PACKAGE I FOR PL TENS OR 
NEWSlETICSeTC (NOIA I MB. EAIENNAt 
OlS* OR HARD OFIIVf HCC-'HEOl 7i M 



A mAIHOPFICIAl STRATEGY GUIDE 
AMIGA OOS REFERENCE QUIOf |4'H tt-T»)Nl 
AWiOA GAMES HNTS TIPS CHEAIS AND 
AU VENTURE SOLUTIONS . , 

AMIGA HARD ORIVES MSIDf R OUBDE. A 

r.i".MPH("L*JSl'rt 'If (-LKlJiinlnilH lei 
GETTING TK BEST FFOM YOUR HAFO DRIVE - 

AMOS IN ACTION (A COMPREHENSIVE GUC* 
IOUSNG AMOS WITH EIAMPLESl 

CANNON FODDER OFFKlAl. GLUOC ■ 
CIVILISATION GUIDE BOOK □ I SID ME<ERS 
CORISHS COMPUTER GAMES GUIDE 
.HNTS TIPS AM) POKES FGR OS'ER BOO 
COMP LITER GAME Si 
DUNGEON MASTER HMT BOOK 
'YE OF THE BEHOLDER MMT BOOK 
EYf OP THI Bl HOLDER 7 HINT BOOK 
OUNSW MM OFFICIAL STRATEGY GUIDE I 
INDLIMA JONES FATE OF AILANTtS MBtT BOOM 

rtAlATHReAAVifAOlliTlON SPECAl RESEHVE 

OUm VERSION 

MASTERING AMIGA C 

MASTERING AMIGA PBIHItag 

SECRET OF MONKE » ISL ANO 2 HBVT BOOK BM 
i ' ■ " OF MONKEY MIANO HINT BOOH BM 
SECRETS OF FRONTIER lEI fit 3) 
I DOm Ji"i:i .ill" i*l NAM BODS 

« COMPREHENSIVE GUIDE TO SiMGTTy fool 

with loio of iiintb anu i ips ism 

Synocate Platers guide • ism 



tg H 



BM 



IM 



i I | 
14 if. 



HEAVY discounts Spec4<U 

HUGE range depute 
10am to 8pm Daily »»— 

FREE - 16 page (olour catalogue - just phone 

0279 600204 

Order b T loi cm 0279 726142 - »- II fai back lo (Oflfirm rece-ipl 




SUPER AMIGA CD | 
SX-1 BUNDLE 

All t"E oower K'O 
F UP dfT¥0»«H auiga 
X1HWIH WITH THE 

COMPRISES 

■K'l! Ctl ..ONSLXE 

■ f ■■vj;tf>, w.Mjih( 

EY'ERNA, ! |* DISK DIM 
■■EyBOaBIj VOjU X-»*0 

"irt mchocoim. cannon 'odder nsr niTiOn 

■ROJECT 1 ULTMAtE BOO' BLOWS OSCAR AkO otooi rs 

iDOIS MOT INCLUDE MOUSE MAT CM MONITOR) 

u»on*M*B(.r adoinq 
• EXTRA 1 MEGAB-'ES Of "AM FOR MlftBAaxt 

• INTERNAL J 3' HAND »»V( lAIKO Vf RS»ONi 
- mil MOTION VIDEO (SH3 COW FMV CART) 

SUPER AMIGA CD SX-1 BUNDLE 2/0 480.00 



NEW CRITICAL ZONE PACK 

NEW TECH AT AN OLD TECH PRICE 




AMIGA CD32 

CD 6*5(0 CONSOLE With 

Aiax H1 13 "En 
»> «c couxm mow • 
MLLcrn o« >e t mulon 

; 1*8 RAW FASH* MM* 
SfXUii "RCCESSOR FVAVB 

AliOOCOi .u : r. '...>il.r. 

Ot&PLA" AND DIGITAL 
VIMO COi WITH OPTIONAL 
fW ADAPTOR 

AMIGA CD-33 CRITICAL ZONE PACK 220.00 

With microcosm cannon fodder i«Ratx>i prqjec* 
■ mtmate bock blows, oscar dooers and one pad 

fmv moduli stocks expecteo 

If THE NEW YEAR 

commodore control 

ipaoforcd1? 1199 



O.NAMICS CONTROL 

PAO f --"i~.:i i.' i •'•i KWn 



" 1 



SX-I EXPANSION MODULE FOR CD-32 ... 189 99 

TRANSFORMS CO- 32 INTO A FULL* FUT.CTK>NAL AlfOO 
ccwpatible computer allowing cG»iNECno»t of 
EXTERNAL FLOPPY DRWE INTERNAL AND EXTERNAL 
iOE HARDDRrVE KEYBOARD. MODEM 1 SE Rl AL CCVCES 
PRINTERS. RGB MONITORS AND UP TO • MB MEMORY 
KEYBOARD (WHITE} FOR SX-1 UN 

4 MB RAM EXPANSION FOR SX-1 OR A4000 1 19.99 

EASY MSTAlLATKM SUITS All A4O00 AND SX-I 

PREMIER COMBi CENTRE FOR CO u A »•! 44.M 

STRONG STAND FOR CD- 32 AND SX-I EXPANSION 
UNIT ALLOWING A NEAT AND TIDY SYSTEM SETUP- 
MONITOR STAND AND SLIDING SHELF FOR DlSC 
LOADING EASY SELF ASSEMBLY 



1 




M F1 rRMC JOVPAC 
Tijnon nr.: | 
Au TO* IRE 
BUB 

competiton 
pro extra 
clear base 

WCROSWI'ChES 
With autofire 
11M 

QUICK SHOT 137F 
PYTHON WITH 
AUTOFIRE 
999 

CHEETAH BUG 

WCROSWl'CxCO 
WITH AUTOFIRE 
1109 

SCORPION PLUS ARCADE STYLE 
WITH TURBO FIRE 
10 99 

OUCKSHOT 
If OF 

MAVERICK 
' WITH 

AUTOFIRE 
ll.tt 



YPAD WITH I 

1 




FREEWHEEL 
STEER<NQ 
WHEEL (DlGlTAl, 
SUITS MOST 

r.jME- 

2199 

5*1 IE ■ 

MEGAORH 3 Z WITH AUTD*IRE 



11. 

BOlUSTlCK 
HANDHELD JOYSTICK 
MCR05WITCHED WTH 
AuTOFiRE 
11.10) 




KONix 
SPEEDKINO 
JOYSTICK WitM AUTOfWI 
11 99 

oukhjov jet 
fighter 
mcroswitched 
autofire 
nil 

5LIK STICK 

JOYSTICK 




EXTERNAL UT DISK DRIVE 
FOR ANY AMIGA OR SX-1 

SONY.tlTIZEN MECHANISM 
BOOK FORMA TTEO. QUYET 
HKlH QUALITY SLIMLINE 
COLOUR MATCHED METAL 
CASE AND LONG 

REACH CABLE 



49.99 



INTERNAL 3 i DISK DRIVE FOR ASOO 
INTERNAL 1 5 DISK DRIVE FOR AIM OR A1M0 



■ /J 

(Mi 



m 




KONIX 
-pff n-.inci analc-jue 
JOYSTICK FOR AMIGA 
ENABLES PROPORTIONAL 
CONTROL ON SUITABLE 
SOFTWARE 

AUTOFIRE 

14 09 



TRAP DOOR MEMORY EXPANSION 

SI fX AMOA RAM NO CLOCK FOR AKC OR IU- 

ii« ANMA RAM . ClOC* FOR ASCOOR AM0> 

' VB A5B1 OLUS RAW UPGRADE • CLOCK 

i W AO* RAM UPGRADE - CLOCK 

< MS HAM BOARD FOR Aim WITH CLOCK . I 

A MB -FFV RAM FOR A I KG FAST W/ FLOATING 

KMT MA1HS a GRAOMICS ACCEL ERA RON 

COMPATIBLE WITH OVERDRIVE HARD DRIVES I 

LEADS 

ANTlSunC* A WAV 
MULTWLlO E" ENSIGN 

UM 



lit* 
■ 
SI Ml 
•IWI 



AlPHA CRY^TAl THACKHAIL 

COMPAT4KE WITH ALL MOUSE 
OPERATIONS 

19.99 






PACK OF 50 
SPECIAL RESERVE 

3 5' 0SDD DISKS 
WITH LABELS 

19.99 

PACK OF 10 SPECIAL RESERVE 3 f D50D 0ISK3 

WITH LABELS A FREE PLASTC 'UP TOP 0<SK BOX « 99 

FAC» Of 10 TDK J.V DSCO C«SKS WITH LABELS IM 

UP DISK HEAD CLEANER SJM 

HIGH DENSITY DISKS AISO AT KEENEST PRICES 



□ 



OUiCa-OV FOOT PEDAL 
'OR AMIOA OR ST. 
WORKS IN CONJUNCTION 
,v ■ -i ■:> 

149* 



OUICKSHOT SOUNDMATE J STEREO 
SPEAKERS iPAtRf FOR AMIGA. CO-32 
OH PERSONAL STEREO VOLUME 

I AND BALANCE BASS AND TREBLE 

BOOST 4W-4W MUSIC 
17 B0 



hi.fi AtOO LEAD . AMOftCtmST TO STEREO 

H 3 METRES I • PHONO 'I WOB "O ! X PHONO PLUGS) 
CAN ALSO BE USED TO CONNECT STEREO VIDEO 
TOHI*lA»»H*SIPARAtE»rOOET>«R 1 *t 

JOYSTK* SPLITTER CABLE FOR AMIOA OR IT 

CONNECTS 1 JOYSTICKS TO I PORT „ 7.09 

nOBOSMFT INTERFACE FOR AMOA OH S' 

FlUOS MOUSE AND jOYSTCK INTO WAf PORT UM 

PORT £ (TENSON ADAPTOR FOR AMK1A OR ST 

lP»CK 0» TWOl EXTENDS BY I' CM 7BB 

MiALOOUE JOYSTICK ADAPTOR POR AMXJA 

AiiOWS AN" ^BINPC.CYSTICKrOBEllSED 

«T~ OAMIH THAT XAlLRI ANN. COllE CCNTKX l«9 

MUU MODEM CABLE »P*N iCONNECTI I COMPUTERS 

r^R HEAD TO HEAD PiAiiNG ON C9JMTAM 0AVE5 
SUCH AS POPULOUS FALCON ANIQHTS OF THE IKY. 

■ORM.IA I CfVtND PRIX AND VROOMI - ttt 

PRINTERlEAOIPARAUJEUISMnRM SJB 

PRINTER lEADiPARAUEUS METRES 999 

9CARTUEA0- AMIGA CDJ7 TO TV WITH 9CART {in 

SCAOTLfAD AMIilA TO TV WITH 5CART INPUT >9B 

TV LEAD - AMIftA CO B TO SVHS TV OR VIDEO 999 

J WA" SCART 5»ilTTER ■ ENABLES TWO BCART - 

LEADS TO BE 5WTCHE D IMT0 ONE SOCKET 11 99 
ROB EXTENDER CABLE FOR ASM OR AWO PLUS 

allows w HOMTOfl '0 « *"*€NDED FROM 

BACK □' MAC-PJE OR ExTTNSiCTJ TO "CB 

MONITOR OR E«TIRNAl CniA ORv( IJ 99 

POWER SUPPLY 

r-D€C AMIGA FOWFR SUPBll 1SPEC1AI 

COOL RUNNNXi TRANSFORMER) U » 

COMPUTER CARE 

ClEMNO KIT FOR COMPUTERS iiVilH VACUUMi 1199 

thrtT COVER FORM COLUMN PRINTER ICLEAR) S 99 

DuSTC0vER»ORAimi.ClEARPVCl S «9 

DUST COVER 'OR W. iCltAR PVC) SAB 

S>USTCOVER'ORAWX>0"ATAR.9T|CIEARPVC( .(«* 

DiJST COYER FOR MONITOR {CLEAR PVC| B9> 

UDhSi'o.'M -wo.i-.-aTos'cwaniojsj am 

CONTROL CENTRES 

PntVlta >_NI CENTRE FOR AMOA STRONG 

UNIVERSAL STAND FOR COMPUTER. MONITOR 

STAND AND ShEIF *3R E IT ERNAl PERIPHERALS 19 M 
PREMIER UNI- CENTRE Paifi (EXTRA WIDE ' 44 M 

!J"f*^5HB SOUND SAMPLER 

" >J TECKNQ9OLW0 TURBO 1 SOUND 
Yfl'M T <J\ SAMPLER "EAl TKAt SPEOAl 

j milm F^'Ecrs works with an ■ 
4fjTT bBI '""OA' 1MB RAM REQUIRED MM 

FRAME GRABBER 

'□GRAB MHT COLOUR OGITISER 

i BIT REAL "ME FRAME GRABBING 

'S'EM DKW'ilES 6NOU! rUAMEli 

it ANMATONS FROM VCEQ 

jurce supports;" air file 

« AOA SCREEN MODES IM 99 

SCANNER 

'DEC HANDY SCANNER FOR ANY 

HIQA 'MW! DP nnjH OUAUTV 
ESOl -TO"! 4* SIMULATED 



BT 



BCREENBEA1 I 

STEREO 

SPEAKERS 1 PAIR) FOR AMK1A 
COM OR PERSONAL STEREO 
14.9S 

SCREENBEAT MAINS ADAPTOR 

FOR SCREENBEAT SPEAKERS 



T99 



LOGIC J SUBVVOOfER STEREO 
SPEAKER CONSOLE 'OR 

AMIGA CO B PC CD. 300 OR 
PERSONAL STEREO SO WATTS. 
IAA3NETCALLY SHIELDED WITH 
TONE BALANCE ANO VOLUME 
US AOAPTOR SUPPUEO BO 99 
OUICXSHOT S00NDST0R 

STEREO SPEAKER 
CONSOLE 1 H Al' 

CO-3J PC CD* OR 
300 10 WATTS 
shielded wth bass treble balance volume 
controls mains adaptor supplied 19 99 




FO* OUR FREE 16-PAGE COLOUR CATALOGUE JUST PHONE 0279 600204 
ATARI JAGUAR NOW 179.99 PANASONIC REAL 3DO NOW 285.99 




DRIVES FOR A1200 AMD A600 



"THE FASTEST DRIVE EVER REVIEWED BY CAT 
3 S' OUAllTY IDE HARD DRIVE AVERAGE ACCESS 
TIME 1?MS ST'« LEO TO MATCH AMIGA EASY 

INSTALLATION - PLUGS INIO PCMCIA SLOT AO 

IDOLS AND 1 YEAR WARRANTY (NOW FOR ASOO TOOl 



OVERDRIVE v S 170 MB EXTERNAL HARD DRIVE FOR AMIGA AtlOO OR AttX) 
overdrive v i *n mb t- ■ t e rnal hard drive ior amiga ai»ior «™ 



IHJ 

7441 



INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 

HARD DRIVES HIGH speed is DR-VE IS MS ACCESS TME t APPRO <> 

1 • EAR WARRANTY KIT COMPLETE ANO EASY TO FIT DRIVES FULLY PHEPAHf D 

NOTE THAT OPENING YOU" AMvGA MAY INVALIDATE THE WARRANTY 



INTERNAL DRIVES FOR A 1 JDO OR SX-l 

(4 MB with JJK CACHE 119.M 

IDMBJ WiTH CAM CACHE TJ4 W 

ISO MP WI*M64K CACHE 1WB0 



INTERNAL DRIVES FOR AMIGA A 600 

64 MB WITH 32K CACHE MB 99 

■ MB WITH 6*K CACHE . 114. 99 

vim -■ h- ms w 



OVERDRIVE V.9 CD ROM FOR A1200 ... 189.99 

EXTERNAL CO ROM OHIVt COMF1 ETE WTH 
jflDBFACI i'IUGB NTO PCMCIA PORT) FXjNS 
MOST EiiSlTiNO CD » 40FTV.AHC ALMOST An 
FUTURE RELEASES. P-OTOCO CD AUDIO I»Aj 
CD-O DiSCS DOUBLE VIED MH.T-M530N 
DRME LMT VM1- MOTOR4EO TRAY iDADIfW » 
COMPLETE WITH E-TfRNAl POWER SUPPl> AND 

u'i. * sici'-tRs DO* MMM ANO CO WON 

CAIiflF unto 




CO ROM FOR AI2O0 



»LFA MEOAMOUSE 
400 *00 OPl HASH 
QUALITY MOUSE 
1149 



lOGC 
i SPEED MOUSE 
JMOPi 
MCROS WITCHED 
BUTTONS 

1399 





eklipse mouse, 
micros witched 

1290 DPI 10.99 



MC-JSE MA" iVI-" 

bpon jeeACWNe 

4.B9 



m 



DISKS CO STORAGE 

DISK BOX (10) 

Plastic flip top 2 99 
disk box 3 s (i soi 
lockable dividers 9 99 

helma ufi dflawcp 

too capacity 
IS' DISKS io 99 

MEDIA LIFE DRAWER 

30 CAPACITY CD 14.lt 

DELUXE DISK BOX 

HOIDS 3 5* DISKS 
WITH D.VlDERS — . 



ALFA 

OPTICAL 

MOUSE 300OPI NO 

M-C-.NG PARTS VERY 

SaacOTh » BB 



SONY KVM1400 14" FST COLOUR 
SCART TV/MOMTOR WITH REMOTE CONTROL 
m Channel tumng rear sort input 

HEADPHONE SOCKET TWO POSITION T9.T (it AC" 
TRINITRON SCREEN LOOP AjRlAL. '"EE SCART LEAD 
SONY KVMI400 IGREY) 194.99 

SONY KVMI400 IWHITEI 194 99 

SONY KVMI40IBL FASTEXT 244 99 



ran US * D 



SHARP 14 
SHARP 14 

SHARP BO 



CD WALLET 4fl W T" 

NDA/IDUAL PADDED 
POCKETS IHOL05 * 
11.99 

CD WALLET 24 




COLOUR TV/MONITOR 1*4 99 

I' WTTH TELETEXT 194 99 

iART TV MONITOR Win REMOTE CONTROL 40 CHANNEL TUFtnO. 
RT INPUT ON SCREEN fSSPLAi ON-O" TMER fbjee SCART lEAO 

- FREE SCART LEAD WITM TV's — 

BTATO AMMA. COM IT MEOADFUVf I OR 1. 9NCB OR IDOl 

MICRO VIT EC 1438 
MULTI-SYNC MONITOR 

i ■•' ■ WITH 

5'EREO H'f A-E"i A',- AMOA AfAFTCR 
OH DOT PITCH RESOLUTION it ON ROB 
DN Plia) SUITS All AMOA AGA AND ALL 
»C SCREEN MODES TO SVGA 
1 'EAR WARRANTY 29S 99 



PHILIPS CMBB33 MKII 199.99 

14- COLOUR MONITOR with BUHT.in STEREO 
SPEAKERS 1 ReG'JlRf S -E AD . 

MONITOR LEAD -MX) TO C«BBWMIUI . 
MONt'ORiEAr C0i;"3C«M!JU-|. 
MOMTOR LEAD AMOA TO CMUU MKII 
MCtl'ORLEAD 1AG-.AR TDCMM11MKII 
MONITOR LEAD ■ AIM* 5T TO CMM)) MM" 
MONITOR LEAD ■ M DRVE 2 TOCMBBU M*n 
MCNITOK LEAD MORMEi TOCMBBU M" 

MONITOR LEAD SMES T OCMtBUMK> 





WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

M*"t»™ r«C4in> 0«( 4S-0BClt CoXSi' CM0 Mnjlni* B-TtOlH"*,. EAXti iMut iwmn I 

WKDon hon cm •■larsnt trga ita inaudn r ibui i 33 «ir ul raujnmi la 

■UlcrW MvmpA f "O iiiamn MomCKUl uooti -Xi :OICJ4W. to Ev/ B"|ff*ig 

MEMBERSHIP FEES UK EC WORLD 

ONI UlR<tMomHS> 7.00 nm 9.00n.oot ri.00 7.ooj 



On* (UK prra (cucn iii luuotcl Sok* H»»»->» ~»qe/rt »ir ("iftlci 'SOjovi 

All pnces ircluOB VAT boo 2-3 woiMng any ctnttga lo UK mMirMnd 
Sohwdrs and ptnpno'alB or* bbfiI BV post nvOwora oy YVhAB Acow 
Atow ORB or two Hay* ftp piccauing ■no OBWaKh ol b1do> ilnms 
Wb «sl« conli""BDoi>s Of an DWi 'oceivfO 



• • ortNirB muBi M ; n -■ by BrBBBl card 
HaitfAarw iIbrh (Mtiaiv 01 "la-noi art only bipcxiaa lo Iha UK rnaifaanf 
OvBroaaa Burclarga C2.00 o* 1 ttftwaio "am 01 31st on otnar itamt 

BALM 

IBIOC* CAPIT41S aauai 

Nimo & AddNias 



_Poslcoo* 

■ WavPCa* 

Uacruna 



■■■OWlrCriROII 



Ptvor* No 

Emoi memboiirap numb©! fl aoptciiblo) or 
NEW MEMBERSHIP Ff.E (ANNUAL UK 7,MI 



HUT 



i 

I Ham 



i 

'■ham 

I PbMM um Dtii Bo* ia ado any optional f asi oXivery cnatpe 
l 111 Cilia Pffil 40d :f tvilfcljlefr.o: £10 ovtmlQhl nanJw 

(ALL PRICES INCLUDE UK POSTAGE A VAT 
Cleque'P O 'Acces&'MaBlB'cara'SwilcrvVisa 



E.pirv oat( 



signature 



SWITCH 
I ISSUE no 



{Cheques payable lo SPECIAL RESERVE at 

| P.O. BOX 847, HARLOW, CM21 9PH 

| i«".'W<( gamta Aiwa m«> mn nl W BfXABXB °Wu» (**"* Is ch«i Bt AiBeiN 

I P'omra alVt "4vti*o» MO-n UiIdUki* SAVE - S«»"g e" Wt iMM pnca. 
, PRICESCORHECIATTBAtOF GONGT0FRE5S BM94EA0E 




HUGE range o* hanJwani. Botrwam. I<e*A&Jt*l£> 
DooxB. panpNoralB and leads lor *%93*»«-'*- 

PC. CO Rom. Amiga. CD32. Saga, 7A, > I i*iU 

Nmianoo. ALorl. AppiB. Sony. Pruiips and 

3 DO All utrieial UK pnsducU. all al HEAVILY dfecounted prlots 
Order By post, or by phone or coma lo ona of ln# Special Raaarva 

OFfHlOom lo lam CLUB SHOPS 7 DUTS * WfH 

43 Broomtlotd R0 CHELMSFORD near ink bu* aiaiion 

TTw Mailings SAWBRIDGE WORTH naai m. mm Mo* 
Over 200,000 people have joined Special Reserve 



CITIZEN ABC 24 PIN COLOUR PRINTER 

FREE WATCH OFFER I44 OO 

FREE PRINTER LEAO 
FREE EASYSTART SOFTWARE 

24 P«4. M COLUMN I9KRS44L0 61Q 1 
DRAFT PONT. 2 YEAR WARRANTY 
THE EASY TO USE PRINTER 
ABC MONO PRINTER .wa<*i. 134 99 



STUNNING VALUE 




239.99 



CITIZEN PROJET IIC COLOUR 
INKJET PRINTER 

SO NOZZLE B0 COLUMN 
I20CPSLO 300 0"i RE50LUTX3N. 
3 SCALE ABLE FONTS lOW RUNNING COSTS 
ANO EASY TO USE 2 YEAR WARRANTY 

AH PFUNTER PRICES INCLUOE CARRIAGE VAT AND FREE PRINTER LEAD 

PANASONIC KXPJtlfl COLOUR PRINTER ?4 PiFI. ?O0 CPS.** LQ 

WiTH FREE WOROWORTh WORD PROCESSOR WHILE S'OCKS LAST 
CANON BJ1C-SI BUBBLE JET PRINTER 04 NOZZLE 110LOCPS 
CITIZEN SWIFT JO0C COLOUR PRINTER Z4 P« !lfCPS-T?LO . . 
CITIZEN SWIFT J40C COIOUR PRINTER 34 P.AI JAQCSSfCLQ 

CANON BJ JCW BUBBLE JET PRINTER 240CPS h TYPEFACES 



CITIZEN TRACTOR FEED KIT FOR CTiZEN ABC PRINTER 

CTTIJIN PRINTER DRIVER KIT FC*« AMIGA - ENHANCES PRiNT 

OUST COVER FOR BO COLUMN PfliNTfH (CLEAR PVCl 

PRINTER STAND 'OR A>*Y PRINTER 

RiBBON BLACK 1 FOR CITIZEN 24. 30O 33* f40ORABC 

HflBON COLOURl FOR CITiZEN 9 M M 20C ?24 MO OR ABC 



1BS.99 

IB599 

21( 
.-."i BB 

IS 99 
1299 
5.99 
S99 

4 99 
t«» 



COMPREHENSIVE RANGE OT RRIKTERS AND RIBBONS IN SIOCK 




■1 






If I wasn't sitting here, in the 
pretend ed's chair, I would, 
quite literally, kill for this 
issue of The One. It's just 
packed with so many great 
things. No, really. The pow- 
ers that be wanted to 
reduce the mag to 100 
pages and two coverdisks. 
But we said 'Look, powers 
that be, no! You're not on. You may want us to 
make even more huge profits to stuff your heaving 
wallets, but we want more pages for the kids to 
read, and three disks to stick on the front.' And, 
strangely, they agreed. So, it's taken us ages 
longer than normal to write, the coverdisks nearly 
killed us, and getting in the finished version of 
SWOS for review was a nightmare. But hell, it was 
worth it — if you can find a mag with a better deal 
this Christmas then... er, well, buy it. 

Andy Nuttall, 
acting editor. 



4 FIRESIDE CONTENTS 

With which Yule warm to this festive issue. 

6 NOEL'S BOOT SECTOR 

Christmas is coming and the goose is getting scared, 
don't lose your disks in Matt's nancy beard. 

10 GLAD TIDINGS 

Mad Arab Royals pursue street star across Sahara!. 
Shepherd claims: 'Archangel scared my flock to 
death'! Single mum in lowly stable-birth shocker! 
Frankincense rots your brain — a Jehova's Witness 
reveals all! 



14 COMPETITION 

Be in The Chaos Engine! Two. For Christmas. 
And win some things. In a bag. 

16 LETTERS TO SANTA 

What have you asked old fatty for? I bet it 
isn't a big snog. With one of his reindeer. 

20 WiPS AND CREAM 

Whip with us into a cheery frenzy of special 
plum puddingy excitement, with this 
tummy-testing, trencher-trembling, sprout- 
dropping-surrepticously-onto-the-floor-for- 
the-dog-who-has-no-shame, toggle box of 
triumph. These are the four biggest unfin- 
ished things since my remarkable pastry- 
making catastrophe with some Cornish 
Pasties on Tuesday. 





39 REVIEWS WITH BRANDY 

Christmas, Christmas, Christmassy, Chris. Who's 
gonna give me an Xmas kiss? Under the mistletoe, 
under the tree, who'd touch lips with a git like me? 
Yuletide, Yuletide, er, Yule-tidy, yule. Who wants a 
ride on my Xmas mule? A donkey is stubborn, an 
onager proud, but Andy's a jack-ass all the year 
round! That's poetry that is. 

80 BEHIND YOU, CINDERSI 

More knock-about, slap-stick from the crazy- 
bonkers One team as Matt, Andy and Harry take an 
amusing but clever look back at 1994. Before it fin- 
ishes with them. 

84 UPDATE PRESERVES 

Old People eat dates 'up' at Christmas don't they? 
Helps them go to the toilet, mainly — you know, 
keeps them regular. Our 'Updates' are much nicer 
and look less like greased owl-pellets. 

86 ROAST REPLAYS 

Not much is cheap at this time of year, so when you 
go a-caroling remember to sing Ding-Dong Merrily 
on High — for 'tis my favourite. 

90 MR ROBIN REDBREAST'S 
CHIRPY KILL ZONE 

On a spade handle, next to Mr Snowman, who's 
got a carrot for a nose, dad's smelly old muffler to 
keep him warm, and bits of coal for a smiling 
mouth. Crap, isn't he? 



LEMMINGS 3—54 

There's more rodent clicking in the Xmas offing as 
the third installment of Psygnosis' tundra-based 
tragedy featuring the Arctic Circle's unhappiest 
inhabitants, scuttles pell-mell over a big cliff into 
our waiting arms. 







GAMES FEATURED IN THIS ISSUE 



CHAOS ENGINE 2 32 

Part One of our new series finds Matt 'n' Andy rapping in the first person tes- 
ticular! Our likely lads look under the Bitmaps' bonnet and get covered in Silly 

String. Pet. 



BASE JUMPERS 



CHAOS ENGINE 2 



DREAM WEB 



EXTRACTORS 



LEMMINGS 3 



REVIEW 



REVIEW 



REVIEW 



MARVIN'S MARVELLOUS ADVENTURE REVIEW 



REVIEW 




SWOS... 62 

They think it's all over and by thunder it is. At last. 
Matt Broughton reviews the football game we've 
all been waiting for, in its entirety. Ah, but what 
have they done to the Sensi we know and love? 




nose 




PINBALL ILLUSIONS 



PIZZA TYCOON 



POWERDRIVE 



RISE OF THE ROBOTS 



108 SMOKED PD ZONE 

All the way from Bonnie Scotland! The 
finest premium slices of smoked High- 
land PD, They're pink, they stink and they're gar- 
nished with mink. Juices. Metaphysically. 

110 COMPETITION 

More fantastic things to do on Jesus' Birthday 
with 21st Century and The One. I don't want to 
spoil the surprise by saying any more, but what you 
have to do is draw a pinball table, which will never 
get into Pinball Illusions because it's already 
finished. The winner therefore gets a nice jacket 
and some games. Swizz. 



112 RECOMMENDED 
STOCKING FILLERS 

Stuck for that last minute gift? Run out of ideas? 
Socks are always good, or a what about a nice han- 
kie? We suggest that for maximum effect you hide 
one or more of these 40 glittering games in them. 
Christmas though — it's just after Martinmas. 

114 NEXT MONTH IS A 
CRACKER 

Literally. Construct your own exploding chipolatas 
with The One this Xmas, and make sure your turkey 
dinner goes with a bang! Er... 




ROADKILL 



SENSIBLE WORLD OF SOCCER 



SHADOW FIGHTER 



SHAQFU 



SIM CITY 2000 



SUB WAR 



fOWER ASSAULT 



WHIZZ 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



SHADOW 

FIGHTER 24 

It's about dames not planes as 
some of the twinkerbell-iest 
toughies mix it with macho com- 
pany in this the nicest looking 
beat-em-up you're likely to clap 
dewy eyes on until page 36. 





OOT SECTOR 




Ocean ^MlfoiSvT^^ ^ 

Eighty six percent? 
indeedy! That's what the man 



said (well Andy 'Art Garfun- 
kle' Nuttall said anyway) and as far 
as we're concerned, that's close 
enough to a real man to count. Just. 

Yep. we've managed to get hold 
of the entire first level in its, er... 
entirety for you lucky chaps and 
chappesses to sod around with, sim- 
ply because we love you. If you think 
I'm going to waste my time and 
effort telling you what you have to 
do when the demo is already packed 
with a full briefing, not to mention 
an on-line information system, you 
can just about blimmin' well sod off! 
Needless to say, there are tons of 
things to blow up. tons of things to 
try not to blow up. and tons 
of. well, trees really. 

Controlling your 
chopper couldn't be 
easier (said the 
bishop to the 
actress) s 
ply rotat- 



Oh yes ing it and thrust- J 
ing it wherever " 
you want (f'nar j 
I'nar). As well as * 
your standard can- 
nons, you have a limited amount of 
Hydra rockets and Heltfire missiles, 
all of which are just itching to be 
released (as Andy said to the hired 
hand — ooh er.). 

You can cycle through the mission 
map and information screen — 
accessed with F10 — to check 
on the individual elements of 
your mission, but I'm sure if 
we're honest with each other, 
you're only going to fly round 
shooting every- 
thing anyway. 
Should you 
come across spare 
fuel, supplies, or 
hostages, simply fly 
over them slowly, and the 
co-pilot will activate the 
required winch or ladder 
accordingly. And. to finish 
with my favourite phrase, er... 
that's it. 



FIRE Fire 
selected 
weapon 



I EFT 
Rotate 
left 



UP Thrust 





DOWN Reverse 



Flu Go to 

mission 

re view/map 



RIGHT 
Rotate 

right 



SPACE Cycle 

through 

weapons 



LOADING YOUR DISKS 

1. Ding dong merrily on high, 
your lovely disks are calling. 

2. Peel 'em off and slap 'em in, 
these dem's will get you drooling. 

3. Bloody hell they're super. 
Bloody hell, they're corkers. 
Bloody hell they really are the 
best. 

1 And sod me if I can't really get 
out of this bit without just sort 
of falling apart and not rhyming. 
At all. Er. sorry. (What about 
vest?) 



This It jolly Christmassy, Isn't it? 




BATTLE TANKS 

/Magnetic Fields (1Mb only) 




The spectre of an older game appeared each Christmas. 



To say that we're chums 
with some of the bestest 
and most talented chaps 
in the industry is to say the 
least. I mean, what other mag 
is so chummy with, say, Shaun 
Southern from Magnetic Fields, 
that he writes a splendid little 
program just for us in his spare 
time. Yes, so choc'a'block with 
programming skills is this 
young fella' that he just can't 
stop writing. Well, you lucky 
buggers you, we've decided to 
let you have a play of Shaun's 
little creation because we think 
it's simply super fun. 

Anyone not familiar with 
original Buttle Zone should be 
taken out and shot, but suffice 
it to say that in 8atf/e Tanks 
you're in a, erm, tank, and have 
to drive around a vector battle 
zone shooting as many tanks as 
you can. You have three smart 
bombs which, when activated, 
will destroy any tanks shown on 
your scanner, but apart from these 
little sweeties, it's all down to your 
driving and shooting skills. 

The top of the screen shows (from 
left to right) your score, the radar 
scanner, the number of smarts left, 
and the number of lives you have 




left. At the far right you'll see a num- 
ber of boxes which shows how many 
shots you currently have available. 
This is basically to stop you from just 
shooting off billions of shells, 
(Shame — Andy.) so go easy with 
those trigger fingers! 




HOLIDAY LEMMINGS 

Y 



Psygnosis (1Mb only 

ou lucky devils! Not only do 
you get to play an already 
super game, but you also get 
to sample four of the 32 brand new 
levels of snowy Lemmings 
from the full Holiday 
Lemmings package 
Ooghyah! Baby. 

Just in case 
there's anyone who 
has only recently 
been born, the con- 
cept behind all the 
Lemmings games -is 
to get a set number of 
extremely wacky, crazy, 
thingy, thicky rodents from 



m 



That 's 
Let 
tgue i»" 



a start position to a specific exit 
on each extremely nasty level. The 
lemmings will wander without 
thought or case for their personal 
safety, and you must therefore 




assign specific tasks 
to them, choosing 
from the limited 
number of skills 

shown at the base of the 
screen. Okay? 

To select a skill you 
simply mouse click 
over climb, build 
bridge, dig etc. and 
I then click that over 
the lemming of 
your choice. Other 
than that, it's all 
pretty damn obvious, 
though not necessarily 
sy. Ha, ha! 



Read the information before 
each level as it will tell you exactly 
what percentage of the lemmings 
you'll need to rescue to complete 
that level. 



The Small Print Bit. 




1. Whilst we here at The One make every effort to check the coverdisks 
for all known viruses, we can accept no responsibility for damage caused 
by viruses which may have escaped our attention. 

2. The One and its retailers are not liable for any unnotified changes to 
the contents of the coverdisks which may occur. 
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SUPER SKIDMARKS 

Acid (1Mb only) 



Just cast your mind back over 
the last few months. What's 
the best coverdisk we've 
brought you? Mortal Kombat II? Rise 
Of The Robots? Aladdin? The Fancy 
Sensi League? It's too hard to 
choose really isn't it. and the choice 
is about to get even harder, because 
we've got yet another bugger of a 
corking demo! 

Anyone who remembers Skid- 
marks will know that there really is 
nothing to beat the sheer fun 
involved in skidding around these 
brilliant tracks at high speed. Well, 
whether you're an A1200 or 
A500/600 owner, you're about to 
have your pants pulled right down. 
This is an absolute exclusive, not to 
mention an absolute cracker! 

Options 'Ft* Us as far as this demo 
goes, with the choice of 1. 2, 3 or 
four player simultaneous play, using 
joysticks and keyboard controls. 
Within the 'Select Players' menu you 
can also cycle through different ' 
colours as well as single or split- 
screen views. If you're playing 
either in single screen mode or 
with all four players human 
(which defaults to single screen) 
you'll work on the 'Micro 
Machines' theory, where any play- 
ers left behind will be shunted for- 



FIRE Accelerate 



LEFT 

Rotate left 




DOWN 

Used with menu 




ward, but suffer a time penalty. 

As the race progresses, your posi- 
tion will be displayed above your 
car, or, should you come to the start 
line, your time for that lap. Though 
this lap has been specially created 
for The One, you can get another 
variant simply by using the direction 
chooser in the Options menu. This 
menu also allows you to select how 
many laps you want per race as well 
as the speed/difficulty level. 

The program will detect an Al 200 
and adjust the graphics and options 
accordingly, but all you AGA 
users can expect eight Mini 
Cooper rally excitement, 
along with smoother play all 
round. Are we good to you 
or what! 

Once you've set every- 
thing up, just press the start 
button and away you go! 



i 




STOP PRESS! 

At the very last minute. Rasputin Software called us with 
a dinky little demo of their new platformer Base Jumpers 
from the author of Jet Strike. The idea is to get your little 
blokey (or Base Jumper) to the top of the tower, negotiat- 
ing traps and monsters as you go. Get To the top. and 
you'll get the chance to participate in one of the world's 
most exciting sports... er. Jumping off a building. 

We haven't got much space to describe it here, but if 
you turn to Man's review on page 52. you should get 
most of the information you need. Other than that, enjoy 
the game* 
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VOO'VE FOUGHT 

THE OTHERS- 

..HOW FIGHT ME! 
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TWO WAY 

RACE NOW FOR 

COMMODORE 



EASTEIMDERS 

OR /MORTAL KOAABAT 

The golden age of — _ ^J^mB? jL f , 

moved a stpn J 



Could it be that the battle for 
Commodore is nearing its cli- 
max? After months of stale- 
mate, the process has been cranked 
up again by a flurry of activity from 
a new bidder, US-based Creative 
Equipment International. 

CEI is already involved in the US 
Amiga market as a distributor of 
AUOOs and A4000s. It is reported to 
have lodged Slmillion with Com- 
modore's liquidators as a deposit on 
its bid to take over the company. The 
cash is non-returnable if CEI wins the 
battle. In other words, once the deci- 
sion has been made there's no going 
back for CEI. 

So now it's a straight race 
between CEI and the UK consortium 
headed by the Maidenhead team. 
The Americans have said that, if they 
win, they will start a new company 
to handle the British market — the 



world's biggest Amiga territory. So 
there. 

Commodore UK's team is still con- 
fident of victory in the courts. They 
must be getting a bit fed up with the 
wait, though. 

• Accusations that Commodore 
UK has repackaged and sold faulty 
machines as new have been rejected 
by the company and have come to 
nothing. 

The computer trade magazine 
CRN printed the story in November 
as a shock exclusive. But Com- 
modore's joint managing director 
Colin Proudfoot countered the 
claims by saying that it is common 
practice among electronics compa- 
nies to repair malfunctioning hard- 
ware or rescue working parts. 
"We're clearly not going to throw 
them away." he said. And that was 
the end of that. 



The golden age of 
the armchair 
moved a step 
closer last month when 
BT announced that it will _ 
install interactive TV in Brui 
2.500 homes next sum- ^p' 1 ' 

mer. Phew! 

Viewers in Colchester and 
Ipswich will be able to order films 
and TV programmes straight into 
the telly from the phone line 
using the new pilot service. Home 
shopping with Safeway, Thomas 
Cook and others plus home bank- 
ing via Nat West will also be a 
remote control button away. 

Soon BT hopes to add games- 
on-demand to the list. BT is cur- 
rently in discussion with games 
companies about this, last March 
it joined computer games body 
ELSPA to share its plans with the 
industry. 

Interactive TV works by send- 
ing digital signals down ordinary 
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ands up who's already lost 
more than 10 quid taking 
part in that bloody stupid 
lottery thing. Yeah, us too. So what 
system did you use? Birthdays? 
Price of Twix? Number of weeks at 
number one for Bryan Adams? Well 
let's be honest, with odds of 14 mil- 
lion to one. it really doesn't matter, 
does H. 

Well forget all that, because 
thanks to the power of PD soft- 
ware, your odds are about to 
improve. Yes, the first of a new 
breed of lottery prediction pro- 
grammes have arrived, and being 
a total plonker. I've decided to 
waste even more of my luncheon 
vouchers testing it out. 

The first of these packages. 



LOTTERY! 



National Lottery Randomizer (catchy 
title huh?), is really nothing more 
than a random number generator, 
but at least you no longer have to 
waste ages thinking up tons of 
obscure 'mystic' numbers to waste 
your beer money on. Simply press 
the button, watch the numbers cross 
themselves off, make a note, and 
then waste your entire lunch hour 
queueing in some dreadful little 
newsagent behind a total dweeb 
who's been sent down with the 
entire offices' entries. 

The second program, Lottery Win- 
ner AGA, is a bit more scientific, 
requiring you to enter the results 
week by week. It then uses various 
proven algorithms and probability 
calculations to make predictions. 



You won't even get a guess out of 
it until you've input at least four 
weeks' worth of numbers, and 
guarantees best results after about 
seven weeks of data. Both of these 
programs are now available from 
OnLine PD. whose address can be 
found on page 109. Good luck. 
Suckers! 




the judge* verdict on V 
ion "' • ^ 



copper telephone lines. The picture 
quality is said to be better than 
VHS. The signals are descrambled 
by a set-top-box which sits on top 
of the telly. BT hasn't decided yet 
whether to have games download- 
ed completely into the home, or 
whether to work on a "pay as you 
play" basis. Whatever, interactive 
TV could one day become a viable 
alternative to going down to 
Future Zone for your games. 



BARE 

LADIES 

Something racy has come out 
of Tunbridge Wells at last. 
Newish company MPEG has 
entered the Video CD market with 
a fistful of naughty CDs which it 
brackets together under the Heat- 
wave label. 

Those lucky One readers with a 
CD32, a digital video cart and a 
birthdate before 1976 are free to 
snap up Summer Games. One In A 
Million, Back To The Orient, Back 
To Melrose Place, and Quantum 
Deep. All £19.99 and every one as 
mucky as mucky can be. MPEG is 
lining up 30 more for 1995. 

Younger readers, female read- 
ers and those of a devout religious 
persuasion will have to be content 
with Funtime, a range of kids' 
video CDs, which comprises three 
instalments of Shoe People adven- 
tures. Er, great. 




NEWS 



LOW COST 

LUCA5fARTSw 

live LucasArts classics are Island, Indiana Jones and The Last 

Crusade, Zak McKracken And The 
Alien Mindbenders. Loom and 
Maniac Mission have all been bun- 
dled together in one scrummy 
pack which is yours for £29.99. II 
you bought them individually 
you'd be £45 worse off. 

But if games from one of the 
world's most esteemed special FX 
houses don't appeal then Kixx has 
more to tempt you with. For the 
same price you can have the Del* 
phine Software Classic Collection 
comprising Flashback. Another 
World, Cruise For A Corpse. Oper- 
ation Stealth and Future Wars. 
This time the saving is a plump- 
tious £661 

Kixx hasn't forgotten CD32 
owners. Its first releases on the 
format are due out any day. They 
are James Pond 2: RoboCod, Glob- 
al Effect. Brutal Football and 
Morph. Each is priced at £9.99, 




about to embark on theii 
most daring adventure yet - 
the one into bargainville. 

Kixx. the budget label of US 
Gold, has unveiled a classic collec- 
tion comprising five hit games from 
the state-of-the-art Californian 
developer. The Secret Of Monkey 



NOT ON YOUR 

TELLY! 



Mirage and Time Warn- 
er have got just what 
they wanted to make 
their Rise Of The Robots TV ad 
campaign a success: A ban. 

The Broadcast Advertising 
Clearance Centre has banned the 
commercial from transmission 
during religious and children's 
programmes. The problem arises 
from the rebellious (Time Warn- 
er calls it 'in-yer-face') flavour of 
the ad. One scene has a bunch of 
robots gatecrashing scenes of 
fifties dancing and gaiety, along 
with with the line "you can't 
dance with broken legs". Anoth- 
er features the booming pres- 
ence of Military Droid who 
taunts: "Are you religious?" 

The publishers have sent a 
defiant message to the censors, 
lime Warner's Jeff Tawney said: 
"If people find it offensive, that's 
tough. Our customers love it" 




RIGHT GOOD 

KICKING 



We may flirt with glam- 
orous newcomers, but 
for many, there's no soc- 
cer game quite like Kick Off. Cast 
your minds back to your first 
encounter with the tops of the Kick 
Off players' heads and it makes 
you feel quite nostalgic, doesn't it? 

Prepare yourself, then, for Kick 
Off 3 — European Challenge. 
Anco's latest version of the game 
offers a staggering number of fea- 
tures. The theme is international, 
so there are 96 European teams 
and 24 from the rest of the world. 
These teams comply with our ideas 
of how Johnny Foreigner plays 




football; i.e. Italians are strategic 
and defensive. Spaniards are reck- 
less and flamboyant, the Dutch are 
cheating swine etc. 

Teams are improved by choos- 
ing imaginative combinations of 
players. In Kick Off 3 there are cer- 
tain players with unique skills. A 
target man, for example, is great at 
headers and should therefore be 
selected with wingers. 

Other interesting features 
include a practice facility, in which 
to hone your passing and close 
control. 40 set plays for corners 
and free kicks, and options setting 
to allow novices to enjoy the game 
immediately. Of course, there's all 
the usual stuff too — crowd nois- 
es, team talk, match facts, slow 
motions, replays etc. 

Kick Off 3 is available on the 
A1200 any day now priced £29.99. 
The A500 version is yours for 
£24.99. 



EXILE'S 
RETURN 

Just when it seemed Exile 
had been forgotten and 
presumed dead, a group of 
scientists disappeared with it into 
a laboratory and made it bigger, 
stronger, better than before! Yes, 
Audiogenic is preparing to re- 
release the space adventure 
which was so popular on the 500 
a few years back. The company 
has admitted that despite its 
great gameplay Exile was let 
down by unspectacular graphics. 
The new version, out in the new 
year, has been graphically 
revamped for A1200 and CD32 
with their glorious AGA chips. 

For those who missed out first 
time round, Exile revolves around 
the activities of a missing, pre- 
sumed dead, genetic engineer 
called Triax who isn't dead at all 
but hiding out on the planet 
Phoebus. What's worse, he has 
built a new lab and captured a 
colonisation party to be his 
guinea pigs. Your task is to kill 
Triax, defeat his mutant army 
and rescue the kidnap victims. 



} 



STOCK 
SWOP 

The multi-coloured swap 
shop (where are you now 
Cheggers?) may have 
gone to the Seventies graveyard 
with Kenny and Robin's Nest but 
its spirit lives on. Microplay, an 
American-owned company, has 
just launched its first part 
exchange store in the UK. 

The shop, in Shirley, West 
Birmingham, offers customers 
the chance to sell back their pur- 
chases for cash, or for another 
game plus cash. They don't have 
to buy their games from 
Microplay. 

It's not the first experiment of 
its kind. Part exchange has been 
tried before. Trouble is, such 
stores usually attract the atten- 
tion of lawyers working for 
games companies. Part 
exchange is a legal grey area. Is 
it rental by another name? If it 
is, many publishers don't want 
it. After all a game could be rent- 
ed hundreds of times but the 
publisher doesn't get a penny 
more. But the attitude to rental 
is changing now, so Microplay 
might just have timed its open- 
ing perfectly. 



STAMFORD BRIDGE IN 
TROUBLED WATERS 



Chelsea FC has launched an 
attack — but sadly, for vic- 
tory-starved inhabitants of 
The Shed, it's not against anoth- 
er Premiership side, but their old 
sponsor Commodore. The club 
says it is owed £119,000 by the 
company whose name it carried 
for nearly seven years, because it 
reached the 1994 Cup Final. 

The football club says the con- 
tract between the two included a 
clause that Commodore would 
have to pay a premium tn such an 
event. It argued that the publici- 



ty would be so great that its spon- 
sor should shell out the extra. 

Commodore is fighting the 
claim. The company thinks Chelsea 
is being extremely cheeky given 
that it was sent just a few tickets 
for the final and had to pay oth- 
ers. In general there's a belief that 
ever since 1987, when Com- 
modore paid £1 .2 million tor the 
deal, Chelsea has done little to 
help its sponsor. The row has 
come at a terrible time, of course, 
with everyone's minds elsewhere 
- on the buy-out. 
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TEAM 17 WORMING 
ITS WAY I NTO 1995 

When we of weapons of death. 9 Kill.r-hat? 8 out of 10 

found Apparently these owner* »ald it 

that the include bazookas, | seemud a bit unltkey. 



shoppers 
have been shelling out for 
SOL's CD32 bundle Critical 
Zone as if their lives depended 
on it. The seven-game packs, 
launched in November, quickly 
sold out their first batch. Run- 
ning out of stock is the the best 
kind of headache for a distrib- 
utor. An exuberant SDL said 
that Critical Zone was just 
about "the only hardware 
available at the moment"... 
• Talking of "everything must 
go", look out for some tempt- 
ing bargains winging out of 
the Psygnosis warehouse. The 
Liverpool-based publisher has 
decided to get rid of unsold 
back catalogue games in a 
massive clearout. There are 
about 50 titles to choose from 
— stuff like Lemmings, Micro- 
cosm, Second Samurai and 
Shadow Of The Beast — and 
prices range from f4.99 to 
£9.99. Psygnosis says the plan 
is to give players access to 
some classics at affordable 
rates and to clear the deck for 
"next generation" products to 
be launched... 

. No such bargain price for 
Rise Of The Robots. But that 
hasn't stopped thousands of 
you queueing up for it. In its 
first week on sale the CD32 ver- 
sion of this much-hyped beat- 
'em-up was the second 
biggest-selling CD game in the 
UK (behind the Mega CD's 
Mega Race). Vou just can't 
keep the Amiga down... 
■ Whatever you think of "net- 
surfers" — crusading cyber 
warriors or saddos whose key- 
boards are their girlfriends — 
there's no doubt the Internet is 
bursting with activity. The lat- 
est new arrivals include Games- 
master, which is asking viewers 
to give their opinions of the 
show even while it's on air. and 
record company Go-Discs 
which has set up a site leatur- 
\ ing artists like Paul Wellcr and 



m ■ hen we 

m If If 1 " " 

■ ■ that the 

V boys at Team 17 have 
Worms, we made a men- 
r tal note not to nibble any 

1 of the free pork sand- 
s' wiches next time we're up 
in West Yorkshire. 

But no. it turns out our 
complimentary lunch is 
quite safe. Worms is in fact the 
latest project from one of the 
Amiga community's favourite 
developers. Described as a cross 
between Cannon Fodder and 
Lemmings (there's a wacky com- 
bination) it's basically a story of 
kill or be killed, but have a laugh 
in the process. 

Up to four worm batallions 
seek to make fishbait out of each 
other in a multi-directional 
scrolling landscape with a variety 



of weapons of death. 
Apparently these ^ 
include bazookas, 
dynamite and 
grenades. Among the 
wittier touches is the 
ability to scarper (via a 
tunnel) when things 
get a little hairy. The 
winner is the player 
with the worm left 
standing. Or should 
that be wriggling? ' 1 

The game will be ready by April 
1995 on 1200 and CD32. Expect a lot 
of poor-quality worm puns like 
lVorrmnator2: Judgement Day. And 
don't say we didn't worm you... 

But just when we thought Team 
17 couldn't get any more silly it 
went and told us about Pussies 
Galore. This platformer, to be 
released in March on 1200 and 
CD32, is set among the kittens of 



Kill»r-kat? 8 out of 10 
owners said it 
<.eem«d a bit untlkey. 



ENCOUNTERS 

CLO 



Considering the noi 
Gametek made about 
Frontier, it's being sur- 
prisingly quiet about the 
forthcoming Frontier: First 
Encounters. Well, we've got 
some pictures to tantalise all 
you would-be explorers with (PC, 
I'm afraid), not to mention a bit 
of blurb, so pin "em back and. 
er... check your input. 

Set in pre-Front;'er days (i.e. 
before the colonies and territo- 
ries were established) First 
Encounters sees the welcome 
return of the Thargoids — the 
original baddies from Elite. 
Apparently, the presence of the 
aliens starts off a series of esca- 




on i 

net- 

fber The Beautiful Si 



The Beautiful South. Users can 
access short audio clips, pictures 
of sleeves, and background infor 
mation 

Still on music, news has come in 
of Mortal Kombat the album. Only 
on sale in America, this dubious 
sounding collection comprises 10 
tracks by the Immortals, each one 
based on an MK character. Ice-T 
and Vinny Jones must have been 
otherwise engaged 



lating rumours — not all of which 
are true — and the only way to find 
out what's really going on within 
the game is to buy subscriptions to 
on-line journals (sort of e-mail 
meets newspapers). 

David Braben (Frontier's author 
and programmer, in case you didn't 
know) said; "There's a huge range 
of missions and various routes to 
pursue. The important thing is that 
the main thread of the missions is 
much more hand-coded than it was 
before. There's an adventure side to 
it really, with a few blind alleys for 
people to find and enjoy." If anyone 
knows what any of that's supposed 
to mean, would they please contact 
us. (Competition not open to any- 
one from Gametek). 



vV*i"*s in that enormous 
shoeing batfcet?" 



this world. The drama is sparked 
when, wait for it, a record is 
released by Evil Eric which. Black 
Sabbath style, sends its listeners 
into arms of Satan himself. 

You play Boris, unaffected by 
Eric and the Prince Of Darkness, 
and on a mission to get the devil 
out of kittenkind. Silly, yes. But silly 
with parallax. SO frames-per-sec- 
ond and a 64-colour play screen. 
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EUROPEAN 

TOUR 




Available (or your 

AMIGA A500, A600, A1200. 



«« Vy 'The best golf game ever in the history of all things" 
AMIGA POWER Nov '94 



«u'*7 "If you only buy one golf game this year, then this 
'^ffiZK should definitely be it - Ocean have come up with a 
new clear leader in the field." AMIGA ACTION Dec '94 
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YOU HAVEN'T GOT 
ANY RIGHTS AT ALL 

All copyrights and intellectual 
property rights In the demo will 
rest exclusively with The Bitmap 
Brothers, no matter what ele- 
ment* of your Idea they may 
incorporate. They will not be 
paying anybody anything for 
any idea which they might use 
in the demo, and they reserve 
the right to modify the winning 
idea in any way they deem nec- 
essary to fit in with the game. 
These modifications will be 
entirely at the discretion of The 
Bitmap Brothers, and no corre- 
spondence will be entered in to 
with any third party regarding 
such modifications. And that's 
that. So. er. there. 




10 



LETTERS 




Despite the flood off correspondance which has drowned Spunky my pet McCaw, I have 
decided to kill Pat and Jess anyway, because I didn't like the way they were always so 
chirpy. The Reverend Timms is next, and if I don't get sack-fulls of Christmas Cards then 
Ted Glenn will get his as well: I am sending one of The Twin's ears so you know I'm not 
bluffing. Write letters to: The One, 30-32 Farringdon Lane, London EC1R 3AU. 




As is tra- 
dittonal 
with our 
Git of the 
Month, we 
have repro- 
duced the 'win- 
ning' letter? exactly 
as we received it. typographical 
errors, grammatical mistakes, dodgy 
spelling and all. Though you might 
not notice (sigh). 

SENSIBLE SOCKER 

Dear The One, 

I think your view about Sensible 
Socker being better than Football 
Glory is way out of line. You cannot 
control the ball properly in Sensible 
socker you only have one choice of 
action replay, on Football Glory you 
have three Football Glory has got 
Great Atmosphere brilliant payabil- 
ity and Great Sound affects and 
Great Graphics, all much better than 
Sensible Footballs offering, Football 



Glory is Miles Better! Yours sinserly 
Dean J Ashby 
Scarborough 



SO FOOTBALL GLORY 

Dear The One 

I have being a keen fan of football 
games for my A1200 since the first 
day I bought my first football game 
Sensi. After this game I have bought 
many other soccer games such as 
Kick-off 3. 

Now I have just bought the best 
football game yet. Which you said 
doen't even compare to Sens/. Well I 
think its a hell of a lot better. Its 
funny and good fun to play. 

So football glory in my eyes takes 
the Sensi Crown hands down. 

Wesley Webster 
Scarborough. 

No it doesn't Wes. What is it about 
Scarborough though? The endless 
golden sands? The spooky castle on 



the diff overlooking the sea? The per- 
manently, devil-may-care, holiday 
camp atmosphere? The interminable 
drizzle. The rock? I don't know what 
you think, but I call It damn fishy 
when two letters from young shavers 
arrive in the same post, praising Foot- 
ball Glory to the skies. It's more than 
odd and I smell a conspiracy. I can 
imagine the scene: two young 
blades, Deano and Wes — you know 
the kind, scruffy, uncouth, crap at 
games — try to get in with the trendy 
'in-crowd' at school by playing Sensi- 
ble Soccer. But they're not very good 
at it, so many of the bigger, more tal- 
ented boys laugh in their faces and 
stand on their shoes. 

So. naturally, the two loosen get 
on their mountain bikelets, and 
decide to form their own renegade 
(no pun intended) band of other- 
footy-game followers. They choose 
Football Glory, because some sections 
of the press have said it's similar to 
'the other game'. They play it to 



death, making sure that they're the 
absolute world's best, and then try 
to recruit other disciples to the way 
of Football Glory, but of course, 
nobody listens, so they decide to 
write in to Britain's Most Amusing 
Amiga Games Magazine, and when 
they get no reply, they write to us 
instead. Gits 

Actually, we have no right to say 
these things, do we. It's unfair, 
you're both entitled to your own 
opinion even if It's wrong .Sensi, is 
quite simply the best footy game 
around and no amount of carping 
from some god-forsaken spot in 
Yorkshire will make us think other- 
wise. And anyway, we'd listen to 
you with slightly more sympathetic 
ears if we'd received any similar let- 
ters. But no. Not one. Not even, as 
Harry would say, a sausage. 

So by way of conclusion, have 
this Yar'. a 'boo', a 'sucks' and a big 
fat 'Nyah-nyah, nyah-nyah-nyah', 
into the bargain. 



TOE JAM 

Dear The One, 

Komissar of Khaos, Chair of 
Demonology, All hail Khaotica! I am 
writing to you because I am in need 
of an Action Replay Cartridge MKIII 
but I Just can't get hold of one. 

I need it because I like to be a low- 
down dirty scum/toe jam sucking 
cheat, (I prefer scum). 

Yours sincerely 
Deadlock (defiler of angels, psychic, 
layabout, cheat with honours). 

PS. Can I please have the spell that 
you use to make spelling mistakes 
and be quite humorous at the same 
time. 

PPS. Your magazine is the crappest I 
have ever seen, keep up the good 
work. 



What a pile of Khrap you do 
speak, young Deadlock. What's 



your real name? Norman, perhaps? 
Or maybe it's Colin. Perchance you 
were picked on at school, though, so 
I'll forgive you for your strange 
deviance on this occasion. You can 
order a Replay Cart, incidentally, by 
ringing Datel on 0782 744 707. 



JANET STREET 
PORTER 

Dear rhe One, 

Firstly I would like to say how great 
your magazine is, but sadly the same 
cannot be said of some of your read- 
ers, particularly Ludwig Ledbury. The 
word 'Pants' does not mean that 
something is excellent, it is in fact the 
exact opposite. So to say something 
is 'Pants' means that it's crap. And 
what pray tell, is Yoof Culture? Who 
does he think he is, Janet Street 
Porter? 

Anyway, I have a few questions to 



put to you. 1). Do you know any- 
where that may have a copy of War 
in Middle Earth? 2). Will Lords of Mid- 
night or Doomark's Revenge be com- 
ing out on the Amiga? 3). Is life mere- 
ly a dream and all people pieces of 
cheese the night beforehand? 4) Has 
Kevin Keegan got no positional 
sense? Forgive the letter, but I am a 
student on an Arts degree. Keep up 
the good work fellas. 

Andrew Rigby 
Sunderland 

PS I am only writing this letter in 
defence of the word 'Pants' because 
it is such a top word to use in society 
and therefore, Ludwig. you are a 
whopping pair of pants. 

While agreeing totally with you. 
Andrew (nice name by the way mate) 
about the so-called Mr Ledbury being 
an utter pair of pants. I will confess 



that I am a little confused as to the 
new meanings acquired by the word 
pants as there seem to be several 
regional variations. The great thing 
about words (and particularly English 
ones), however, is that they can pos- 
sess many meanings. Layers of mean- 
ing or resonances are built up over 
time through usage. The sad thing is 
that many words lose their original 
meanings or acquire new deposits 
('gay' is a much quoted example) 
which restrict their usage. This is not 
likely to happen with 'pants', which 
now. by my calculation has four or 
possibly five meanings. There are two 
obvious ones. Being out of breath 
and an undergarment. Ah. but which 
are the others? I tell you what a soft- 
ware prize to the reader who comes 
up with the five correct definitions of 
the word 'pants'. Write to The Pants 
Drawer, do The Letters Page. By the 
way, the American useage (as In 
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Trousers) does not count, as I am par- 
ticularly annoyed with Tesco's at the 
T*Dment for using signs saying 'Take 
a rain-check' when they have run out 
of an item. Do they know what a 
rain-check is? Why are they using this 
phrase when 'Temporarily out of 
Stock' was perfectly adequate for the 
purpose. I hate them. 

YOU SHOULD BE 
ASHAMED NEIL 

Dear The One, 

I am an agreeing reader, (eh? what 
does he mean. I hear you say), 
because you answered that 'git' very 
welt. I think his name was Neil 
Cousins. His game wasn't even good 
enough to be a spectrum classic (no 
offense to Sinclair). Charlie J Cool 
sounds like something a five year old 
Thought up and if you call those 
gameshots A1 200 then you should be 
ashamed — take a look at Virgin's 
excellent Aladdin and compare it to 
your game. Nell. 

Anyway, last month's MKII 
coverdisk was good, but compared to 
the graphics Cm used to, (owning an 
A1200 and everything), were a bit 
poor, so will there be an A1200 ver- 
sion? Oh and Bjork smells like last 
week's garbage. 

Ravi Ahluwalia (aged 14) 
Sittingbourne 
PS. Enclosed is a nice piccy of 
Agrabah Fighters'! 

Great picture Ravi, and one which 
encapsulates our feelings on he mat- 
ter quite nicely as well. As to your 
other question. MKII will be available 
on theA1200. though there won't be 
specific AGA version, I'm afraid. 

RUMOURS 

Oear The One. 

I am thinking of purchasing an Al 200 
but have been putting it off because 
of the rumours about Commodore 
going bust and selling out. Can you 
tell me if these rumours are true, and 
whether Commodore will stop pro- 
ducing games for the Amiga. And will 
the 1 200 live on? 

Scott Walker 
Garmouth 

PS Your magazine is one of the fun- 
niest around and brings a touch of 
humour to my house every month, 
keep it up. Also, what's Matt's 
favourite Group and, what is the 
name of the group he is in? 

Well Scott, we at The One understand 
your confusion about the situation 
at Commodore, but allow us to clear 
up a few of your misconceptions. 
Commodore actually went bust some 
time ago. What 's happening now, is 
that the people who ran Commodore 
UK are trying to put together the 
cash to fund a management buyout 




so that they can continue trading. We 
still don't know whether or not this 
bid will be successful, though the 
chaps at Maidenhead (Commodore's 
UK HQ) seem pretty confident. Com- 
modore don't actually make games, 
software companies do. 

Commodore does, however, make 
hardware such as the Al 200, and the 
worry is that the people who make 
games won't continue making them 
for the Amiga if the computers aren't 
being made anymore. At the moment 
because there are already so many 
Amiga owners out there, the num- 
bers of new games or conversions 
from other platforms doesn't seem to 
be falling off too much. If the future 
of Commodore is not resolved soon 
however, it is likely that software 
companies will not widh to spend 
too much money developing soft- 
ware for a computer that has 
stopped developing. 

As to whether you should buy an 
A 1200, well yes, if only to keep us all 
in a job — but no seriously, there's 
plenty of stuff available or in the 
pipeline, and who knows, by the 
time you're reading this, the Com- 
modore thing may all be resolved. 

Finally, Matt's favourite group is 
The Tremeloes. His own band was 
called KIAI. but because this was a 
crap name he's trying to decide on a 
new one. The best thing he's come 
up with so far is IKEA. 

RIP OFF 

Dear The One. 

I am a devoted fan. I can't wait for 
my copy of The One to come poping 
through the letterbox as I skip joyful- 
ly doen the staris and quickly rip off 
the outer plastic and start to read my 
favourite mag, I find Mortal Kombatt 

II which I start to read straight away. 
Then I find that it jumps from page 
34 to 51. Why? You have also done 
this once before in your October 1993 
edition, jumping from page 96 to 
188. The first time I kept quiet about 
it but I am not taking it any more. 
Our country should be a good honest 
one where decent people can go out 
and buy decent things. 



Peter Hughes 
Manchester 

PS What have you done with 
'Recommneded' and where is the 
monty competition. 

My, my Peter, your spelling is more 
amusing than our own. I don't like 
the sound of anything 'poping' onto 
your doormat, as direct descendents 
of St Peter can make quite a mess 
when you squeeze them through 
narrow slots. As to us jumping from 
page 34 to 51, well that's just not 
possible as this would take ages and 
hurt our knees. No. but seriously, 
something seems to have gone badly 
awry at the print-finishers, as you 
appear to have an entire section 
missing! All they have to do is glue 
the finished pages into the covers, 
and it seems that they cannot be 
counted upon to complete this, the 
simplest of tasks. You can bet they 
won't be getting a Christmas card 
from me this year! Actually, if you 
don't tell us these things, we never 
hear about them; so if your mag has 
got something wrong with it i.e. 
pages out of sequence, back to front, 
upside down etc. do let us know so 
that we can have a go at the right 
people. You see they are sneaky, and 
always make sure that the copies of 
The One we get are perfect. Anyway, 
have this pristine copy of The One 
with our compliments (puts nice new 
mag in horrid brown envelope.) 

Clever of you to notice the lovely 
new economy sized 'Recommended', 
which has got just as much cleaning 
power but helps the environment by 
using fewer pages. As tor the 'monty' 
competition, don't know what you're 
talking about, fella. 

THANKYOU 

Dear The One, 

I've got one thing to say to you; 
Pneumonoultramicroscopicsiliconvol- 
coniosis. Thankyou. Byee. 

Someone Trendy 
Somewhere Trendy 

Hmm. Harry says that as you are 
obviously lacking the methyltestos- 



terone to give us your name, you can 
er... sod off (because he can't think 
of a word longer than the rather 
hackneyed antidisestablishmentari- 
anism. Want a job? 

EXCLUSIVE!!!!!! 

Dear The One, 

I'd better start with something excit- 
ing so you'll read on... 

Ah ha I Got you interested! (Clever 
bit of reverse psycology, eh?) A few 
points about two of the letters in last 
month's issue (December 1994). First- 
ly to Luke Foster. 'Why don't you 
spend more pages on reviews and 
tips instead of all the crap that's in 
there at the moment'. What crap? oh, 
I suppose when youn said crap you 
were referring to the space your let- 
ter was printed on, in which case I 
have to agree. 'I've got better things 
to do than write to you sods'. Obvi- 
ously you haven't otherwise the 
space filled with your crap could have 
been used for more reviews or tips, 
but no. Instead of sparing the world 
your rapid dribble, you're obviously 
so lonely that you sat for hours read- 
ing your issues of The One (all the 
words you could understand, that is) 
thinking of points to prod The One 
with. 

Secondly, C. Cavey. If your children 
are the angels you make out, they 
wouldn't understand the similarity 
between 'P'ucking and er... that 
other word. Also taking up the point 
made in the reply, was that the only 
rude thing yopu could find in the 
magazine? Because if it is. I'd like to 
point out that the page The One 
flops open at isn't the only page 
there is. If every reader writes in say- 
ing the same thing, then some notice 
should be taken, but as I doubt this 
will happen, try exercising some 
parental responsibility (pah! I doubt 
you can spell it) and don't let your 
children read The One. 

Right, hopefully my comments will 
annoy them enough to start a prover- 
bial punch-up. I like a good fight! 
Erm. a coouple more things. Could 
you not put 'Exclusive' in them little 
pointy stars all over the mag. It 
makes it look like a tin of beans with 
a special offer label. It makes The One 
look cheap which it's not (no price 
reference intended, so ha! Luke). One 
last thing. I looooooved that Mortal 
Kombat poster. Any chance of a Rise 
of The Robots one or something, eh? 
I'll say please and everything. Look, 
'please.' 

Dan 
London 

I quite like your point about rapid 
dribbling, Dan, because... well, real- 
ly there's nowt worse than small 
gobbets of spittle slowly making 
their way down your chin. And 
I'm really glad you agree with us 
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about the subject of rude things. I 
even take your point about the little 
yellow stars — but I happen to think 
that cans of beans look nice and 
pretty with their spiky patterns and 
crazy labels. But I draw the line at 
discouraging kids from reading The 
One — because after all, Dan, we 
need all the readers we can get. 

WE ARE NOT 
FRIENDS 

Dear The One, 

Having read the letter from MG. the 
porker from Wales, I reall had to 
write in and let people know how 
stupid some of them are! I have one 
living nearby and while he does 
always acknoledge me, we are not 
friends. He recently bought an old 
600 and a new 2.5 drive which he 
planned to fit himself. 

Anyway, he came over one night a 
few weeks ago, and knowing that I 
repair computers, asked if I had any 
ideas, why his hard drive wouldn't 
work. Here's the funny bit, the silly 
person had opened up the computer, 
found the cradle, screwed the drive 
to it, bunged it back onto its locating 
holes and put the top back on. He 
then spent the next few days trying 
to install his workbench disk onto it. 
He had overloked a vital piece of 
hardware, the little piece of hard- 
ware, the little cable that connects 
the drive to the interface, what a 
•***headll 

As it turned out he had even 
thrown it away with the packaging 
and had to get another (chortle). 

This is such a good example of 
how thick you need to be to qualify 
for the police force these days, it's 
very worrying. I thought Matt's com- 
ments in his reply were admirable 
and very amusing (though not as 
amusing as mine — Harry.) and I am 
sure that thousands of people will 
agree. 

Well I had better stop now and get 
on with some work, thanks for the 
great mag and don't let the M.G's of 
this world get to you! 

Jon Someone 
Northern England 

PS Please don't print my full name 
and address as I may end up getting 
a good hiding. 

Marvellous anecdote, Jon. It reminds 
me of the hilarious time this screw- 
driver wanted to tap into a Rim Ram 
Rom disk drive with a soldering iron. 
The damn fool had got his dongle 
caught In the I/O portl How we 
laughed! By the way, it'll be £10 each 
please not to divulge your where- 
abouts to a certain little piggy. To 
borrow (promise we'll put it back) a 
phrase from er, I think it was on 
Cracker the other night, 'We know 
where you live'. 
Ta, ta. John. 
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OVERDRIVE? 

Dear The One 

1) . I bought an Overdrive CD-ROM 
for my A1200 recently on the 
understanding that it would play 
most CD32 existing titles. Could you 
please name some! good! titles the 
A1200 CD-ROM willl read! that 
there aren't A1200 versions for 
alreadyl 

2) . Will the A1200 CD-ROM play: 
Inferno, Rise of the Robots, 
Reunion, Mega Race, and Heimdall 
2 in CD format? 

3) . Do you think better emulation 
software will be brought out for 
the CD ROM which will work with 
the Overdrive CD? 

Dave Brook 
Huddington 

1) . I'm sorry, but at the time of 
writing Indi, the distributors of the 
Zappo CD drive, were unavailable 
for comment. Seems they were 
'busy', a term which we. as a mag- 
azine on a tight deadline, are of 
course not familiar with. 

2) . Sadly, the same answer as 1. 

3) . And again, the big 1 says it all. 

GROVEL GROVEL 

Dear The One 

I have recently just purchased my 
long awaited Amiga 600 and decid- 
ed to buy your mag. It's EXCEL- 
LENT!! the cover disks are brilliant, 
especially MKII and ROTR. I would 
like to say your mag is the best and 
I will plan to buy it every month. I 
will also persuade my mates to as 
well. I can't fault your magazine in 
any way and hope you will answer 
my questions: 

1) . What is the point of an external 
disk drive and is it worth getting 
one? 

2) . What's the difference between a 
HD Amiga 600 and a normal one? 

3) . What five games do you think I 
should buy next? 

4) . And finally if you were stranded 
on a desert Island which five things 
would you take with you? 

B Maguire 
Essex 



1). You know how some games 
come on one disk, while others 
need two or more? And you know 
when there are two or more, you 
often need to swap them? Right. 



the point of an external drive is so 
that you can put disk one in as nor- 
mal; and disk two in the second 
drive, and you won't need swap 
them any more!- Beware, though, 
because some games aren't pro- 
grammed to recognise the external 
drive; and while in our opinion the 
programmers of such games should 
be taken out and shot, at least 
most multi-disk games do. 

2) . An A600 HD has a disk drive 
built into it, whereas a 'normal' 
one, er, doesn't. 

3) . Theme Park, Mortal Kombat II 
SWOS, Zonked! and Charlie J Cool 
(ha. ha, ha) probably mate, but as 
we don't know what you've 
already got it's a bit hard to advise. 

4) . Matt will take a guitar. Pink 
Floyd's The Division Bell' (and CD 
player), A Dallas Cowboys cheer- 
leader and a Slush Puppy machine. 
Harry says he'll have HMS Ark 
Royal, a helicopter, a nav-com satel- 
lite, Liz Hurley and some chips. 
Andy has asked for a Chameleons 
album, a pen, paper, a slice of cher- 
ry pie and Joanna Lumley. 

UPGRADES? 

Dear I ho One 

1) . Does SWOS have any digitised 
section of when you win the cup or 
league, because in the first game it 
was incredibly frustrating because 
it just said in writing 'Liverpool win 
the Cup' after all that effort! 

2) . This is what some specs should 
feature in the new Amiga: A dual 
Speed CD ROM. 27 MHz Clock- 
speed. 16 bit. 16 channel PCM 
Sound Chip. 64 bit Processors and 
architecture and 3D rotation and 
Sprite scaling chip. What do you 
think? 

3) . Do you think the Amiga will be 
able to compete with the likes of 
Nintendo, Sego + Atari in the 
future, technology and games 
wise? 

4) . If a new Amiga comes out with 
a better spec than the A1200 
(which I've got), would you suggest 
me and other people who have got 
It upgrade? 

5) . I've got Rise of the Robots and 
It's FANTASTIC I 

Have a very Merry Christmas and 
a prosperous and happy new year! 
to you and all The One readers. 
LONG LIVE THE AMIGA! 1 1 

Sylvester Williams 
Thornton Heath 



1) . No, it's the same old message 
as before. Anyway, what're you 
reading this for — take a look at 
Matt's review on page 62. 

2) . Hmmm. Sleep, lunchtime, get- 
ting the mag to the printers on 
time, getting a haircut, and Psyg- 
nosis delivering Lemmings 3 late. 
That just about sums up my 
thoughts for the moment. 

3) . Ah, a good question. The new 
Sega and Sony (which you didn't 
mention) consoles are looking very 
hot indeed, so Commodore will 
need to get its act together on the 
new technology front pretty 
sharpish to keep up. Atari's Jag is 
good, but not as good; while Nin- 
tendo's Project Reality is, in reality, 
a long way off. Perhaps they 
should re-christen it Project Virtual- 
ly. So the answer is, if Commodore 
sharpens up its act, yes; If not. er, 
no. 

4) . A few small problems here. Syhr. 
The price, for one, and exactly what 
new capabilities fhe machine would 
have, if it existed, which it, of 
course, doesn't. So, er, maybe. 

5) . No it isn 't. See page 76. 

MY QUESTIONS 

Dear The One 

I own an A1200 and was wonder- 
ing could you please answer my 
questions? 

1) Does Sim City 2000 really need a 
hard drive and 4Mb of RAM or can 
you use an external drive instead? 

2) . Is Sega's (bbo!) newly-released 
Earthworm Jim coming out on the 
best computer ever? Or what? Eh? 

3) . Is Fifa Soccer '95 coming out on 
the Amiga and if so when? 

4) . Does your dust cover split 
around the corners? 

5) . Why don't any of the Lotus 
games work on the A1200? 

6) . When is The Lion King coming 
out on the Amiga? 

7) . Why do you always print crap 
letters like this? 

lee Mortimer 
Reading 

1) . No, It doesn 't. Maxis only went 
to the trouble of printing that on 
the box for a joke. 

2) . No. 

3) . I'm afraid there are no plans 
for this either. 

4) . Yeah, It does. Strange that, eh? 

5) . They do. Lotus 3 works fine on 
the A 1200 off the shelf as ff 
were, and indeed is; while if you 
have a problem with either Lotll 1 
and 2 then send your disks back 
suitably addressed to : Gremlin 
Interactive, Carver House, 2-4 
Carver Street, SHEFFIELD SI 4FS. 

6) . By the time you read this. 

7) . Because. 
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Two years ago The 
Bitmap Brothers 
released The Chaos 
Engine, a strategic 
shoot-'em-up in the 
style of Gauntlet. 
Now the sequel's 
almost ready to be 
unleashed, and The 
One presents a Work 
in Progress of 
gargantuan 
proportions. Over 
the next few months 
we'll be talking to 
the eight different 
Bitmap Brothers 
responsible for Chaos 
2, as they move 
towards completion 
of their project. And 
if the first two are 
anything to go by, 
Andy Nuttall and 
Matt Broughton have 
a tough time ahead... 





PROJECT: The Chaos Engine J 
PUBLISHER: Renegade 
DEVELOPER: The Bitmap Brothers: Simon Knight 
(Project leader, Design); Eric Mb 
Steve Kelly (Programming); Steve 
(Programming); Rob Trevelleyan 
(Intelligence programming); Dan 
Malono (Graphic!); Gary Carr 
(Graphics); Chris Maule (Music) 

April I993 
R£LEASl£ Easter I995 



While all the others do the 
programming, graphics 
and music, Simon and I... 
er. resolve major design issues," 
grins Eric Matthews. Chaos Engine 
2's co-designer. "Like how to get rid 
ot two of the characters from the 
original game." 

The Chaos Engine 2 is more than 
just a sequel, it's a character assas- 
sination. Literally. Two of the char- 
acters, the Preacher and the Thug, 
have been kicked out; not from the 
storyline, but certainly from the 
active part of the game. Sitting in 
front of us is the preliminary version, 
a simple, one-level, playable demo. : 
"We tend to approach the devel-i 
opment of all our games by produc- 1 
Ing a mini version of them," says Eric. 
"The idea is that before we start 
everybody developing the different 
parts, like the graphics, sound and 
programming, it's really good to get 
a very quick feel on whether the con- 
cept works or not. What we've done 
wilh Chaos 2 is to produce a single 
level, with some of the elements 
missing from it, to give us a good 
idea of what the game is about. And 
to test that it plays well. 

"So, where should we start?" Eric 
looks for inspiration to his design 
colleague, Simon Knight. Rumour 
has it that gameplaying competition 
between the two is so great that it's 
not unknown for one to lock himself 
In the lavvy for half an hour after a 
particularly heated game of Sensi. 

"Well, we could begin with the 
storyline," he replies, with a raised 




Simon Knight, looking pretty cool 
despite balancing precariously on a 
small ledge above the icy waters of 
the Thames. 

. eyebrow and Just the hint of a smile. 
"Towards the end of the develop- 
ment of The Chaos Engine." says 
: Eric, "we started thinking about the 
sequel. We got the opinions of the 
people who played it; and generally 
everybody thought it was a great 
game, and worked really well. So we 
thought 'Let's take the characters 
across, but do something complete- 
ly different with them.' 

"One of the major things which 
' came out was that there was a com- 
petitive element in the original 
( game, i.e. you've got two characters 
in (here directly competing for the 



same aims, and it would be good to i 
focus on that for the sequel. 

"In terms of the story." he contin- 
ues, "the way it works is that at tht 
end of The Chaos Engine... by the 
way, did you get that far. Andy?" 

Oh. dear. Like Sensible, a visit tc 
the Bitmaps is never simple. You veryy « 
rarely get a straight answer, and yot 
have the. erm, wee extracted from. i 
you. Constantly. Still... 

"For those who haven't seen the 
ending, like yourself Andy [see?], the 
Chaos Engine itself is destroyed," 
Eric explains, "and the Baron, who 
created the machine, is trappeo 
inside it. Across goes the Scientist, or* 
the Preacher, to examine the insidt 
of the machine, and he discov. 
that it's still active, and the Baron has 
escaped. I'lWuckedl off. Back iol 
time, basically, to retrieve som- 
items that were scattered through 
time when the Engine exploded. And 
he needs those items to rebuild it.* 
you see. in turn to release himself' 
' and then escape." 

CHAOSPITALITY . 1 

As you might expect, The Bitm. 
j didn't sel the original ending up wit* 
a sequel in mind, and the last b-* 
was, in fact, made up later. "If wA 
had set it up," Eric grins, "it wou'c 
have taken us far less time to make? 
up the story. And it would have beer 
a lot stronger than the one we're" 
about to tell you! We were thinking 
of having one of those things like** 
the start of film sequels, just bring-* 
ing you up-to-date with what hai 
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Ptatxi; and just say 'this was the end 
s-*auence from The Chaos Engine'. 
%A we'd probably have loads of peo- 
t*t saying 'bang on. I don't remem- 
ber this bit'. mBF? ' 

5o anyway, he discovers that the 
Saron has gone. And he thinks, 
■JeTucking] hell, what are we going to 
do now?' So. four of the characters go 
back in time to try to stop him, while 
other two stay behind and guard ' 
the machine, Just in case the Baron 
comes back before the others do. 

"The four char- 
acters go back, 
of which you ; 
can select two 
to compete 
against each 
other, to find 
the items 
before the 
Baron does. 
Once you get 
back through 
tfioe. the Baron appears, and he 
forms a link through the different 
stages of the game. He takes control 
:* you, and says that one of you . 

st kill the other player. And in 
twm the one that actually does that, 
•y completing the puzzles or traps, 
ch« objectives that he sets you, will 
wti the game. So you're in direct 
competition with the other human i 
player. Alternatively, when you're 
pUymg the one-player game, the 
computer takes the part of the sec- 

"<So Away, Andy. You still can't play 
The Chaos Fngme " said Eric 
Matthews, testily. I 




"Vou play In different time periods," j 
says firic, "so you go from the 
Future to an Aztec level, to a 
Medieval one, to a Japanese kind of 
thing. Once you've got the correct 
item from each zone, the Baron sets j 

you up with a new challenge. Until 
finally you get all the Items and you 
go off somewhere, which we're not 
going to tell you about. I he last sec- 
tion's a surprise, you see." 

ond player." While we're on the sub- 
ject of the computer player, I can'i 
be the only one to have noticed that 
the computer player in The Chaos 
Engine was a little on the, ah, greedy 
side. Can I? I mean, every time a 
secret exit opened, each time a node 
appeared he'd be off, collecting 
everything and shooting everything 




* f 1 ' 




at top speed. Is this artificial avarice 
' to continue in the sequel? 

"Even more so," laughs Simon. 
"Basically, he's out to do exactly 
what you're trying to do, so there 
will be more of that." 

"Generally, the game is played in 
buildings," Eric explains. "In the 
: buildings there are rooms, obvious- 
: ly, and within the rooms there are 
various items which you may or may 
not need to complete the level. Given 
that it uses a split-screen, you could 
be in one room of the building, and 
I could be in another, trying to do 
exactly the same things. Or we could 
be in the same room. And when that 
happens, we'll meet and we'll either 
decide to avoid each other, or to kill 
each other and maybe steal the 
things that the other person has col- 



lected. Very simple. I suppose the 
ideas behind it come from games in 
the past which we've thought 
worked really well, like Spy vs Spy." 

This point in the interview is a lit- 
tle cloudy, as the interviewers and 
interviewees reminisce and cackle at 
great volumes about 'What a great 
game Spy vs Spy was'. Because, to be 
fair, it was. Based around characters 
from the US magazine Mad, the 
Commodore 64/Spectrum game fea- 
tured a black spy and a white spy 
racing around setting traps for the 
other player, and trying to find 
pieces of a rocket. Thankfully all the 
laughing and very loud voices calm 
down shortly. 

So did somebody just walk in 
one day and say 'I think we 
should do a Spy vs Spy game'? 
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"I think the idea came from us 
talking about what we liked in 
Chaos," says Simon. 

"Yeah, that was a short conversa- 
tion, wasn't it!" grins Eric. "We liked 
the characters, but much of the other 
stuff was Just... well, we could have 
done so much more with it. let's put 
it that way. It was just Si and I, real- 
ly; and I suppose it just came from 
one of us saying 'wouldn't it be fun 
if you could shoot the other charac- 
ter". As simple as that. And then we 
started to look at head-to-head two- 
player games." 

"Spy vs Spy was a very simple con- 
cept, " adds Simon, "and we're doing 
a lot more here. But the idea that 
you're both in these rooms, and you 
run around trying to collect Items, 
and you can booby-trap chests and 
stuff; all that was a realty simple idea 
which worked really well." 

"Another reference for the game 
would be Super Mario Kart." says 
Eric. "Not in terms of gameplay, 
because it's obviously not a racing 
game, but because you always have 
the ability to get back from a really 
bad situation, and feel you've got a 
chance of winning. In Mario Kart you 
could be eighth, and you've only got 
two more races to go; but then you 
get the star and suddenly... You 
know what I mean? With this, you 
might have your key and your ammo, 
and you're on your way, but then 
someone teleports you back to the 
beginning and shoots you. You get 
that shift between winning and los- 
ing, and it works really well — that's 
the kind of feel we wanted from the 
game." 

"It's for that reason that we're giv- 
ing the player a quick burst of speed 
when his opponent gets the key." 
chips in Simon, "so the losing player 
always has a chance to catch up." 

CHAOSTEOPATHY 

There were two main features of 
Chaos the designers wanted to bring 
forward; the characters, both in 
terms of the way they looked and the 
idea of each having their own 
attributes and weapons; and the 
gameplay, which was basically top- 
down, eight-way scrolling. 

"We've added 
a lot more 
character ani- 
mation." says 
Simon, "and 
also a few 
things that we 
didn't have in 
the original, 
which make 
the back- 
grounds 
nore... interactive. For example, in 
Chaos you couldn't go under- 
neath things, but now you can 
not only go under things, but 
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The Bitmaps in. er, another typkaiqjbse. TrmffTme Eric (6th from left) was kind enough to join us, and we man- 
aged to get a quick snap of everybody before he buggered off again. Troublemaker, 



"In the one-player gam* you've got a 
full-scrcon to yourself." Eric explains, 
"rather than split into two. There's a 
bigger radar with more detail on it, 
and pop-up screens — so that if the 
computer player finds a key. then 
you'll get a little pop-up window 
with him picking the key up." 

you can hide behind walls. And you 
can lean against them, of course; 
and squash yourself right up against 
them, which is very useful in tight 

areas." Er... quite. 

"And not for- 
getting, of 
course, the 
fact that you 
can now jump 
up and down 
from walls, 
and that's 
something 
you couldn't 
before." Eric, 
enthuses. "So 
you can ambush people: if you've 
run out of ammo, and the other 
player walks on the floor beneath 
you. you can jump on top of him and 
take him out. So it's a lot more 
believable In terms of a landscape." 

Hiding behind 
bits of scenery 
has more 
sneaky conno- 
tations than it 
first seems. 
Running quick- 
ly behind a 
wall, before 
leaping out 
and ambush- 
ing the other 





character is kind of dodgy, because 
immediately you stop moving, your 
opponent can see that your screen 
has stopped scrolling, and will 
instantly know where you are. How- 
ever, if you can hide your little bloke, 
you can also hide a mine to blow him 
up, or something you don't want 
him to find, like a key. 

Of course, that only applies for the 
two-player option, berause a com- 
puter player wouldn't be sneaky 
enough to do something like that. 
Would it7 

"You'll never get to the stage 
where you can recreate a human 
opponent, with the tittle nuances of 
ptay which will come out of two peo- 
ple playing each other," reckons Eric. 
"Any game which has been designed 



as a two-player, a racing game or 
whatever it may be. is always going 
to be better played against a human 
opponent. 

"Rob [TrevelleyanJ's Intelligence 
routines are very good in terms of 
how clever the computer can be. but 
at the moment we've got a very sim- 
ple system where they can find their 
way around the mab, they can tele- 
port, and they know where the e*it 
H. The stuff we're working on now Is 
so they can avoid you; if they see 
you waiting in a corridor they'll go 
the other way. They'll have the radar 
as well, so they'll know where you 
are and go a different route." 

Unlike The Chaos Engine, the 
sequel's levels won't be heaving with 
enemies. The designers are being 
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■ore selective this time, preferring 
10 go more for quality rather than 
Quantity. "You could really get away 
•with no monsters at all in this game." 
says Eric. "We want the monsters this 
t»ne to be a further challenge, some- 
«M*t9 else to be aware of when 
s-ou're playing. This produces more 
one-on-one challenges, head-to-head 
combat rather than 'Ooh, I've got a 
: g gun and I'm going to shoot 
things'. The main thing which must 
r* retained is the payability between 
Two human opponents. The other 

- -gs are ancillary to that, really. 
"Not all of the 
monsters 
attack you. 
either," reveals 
Simon. "There 
will be a num- 
ber which do 
certain.things. 
like protecting 
objects, and 
then when you 
a p p r o a c h 

•*-«y'll move them. So they won't 
necessarily be aggressive towards 
vou. they might (ust hinder you in 
w>me wa>jWs5jK&i(**' •. « 

g possible problem, which 
occurred with Spy vs Spy, is that the 
computer became too intelligent, 
A-.d the only time you actually saw 
(wm was at the start of the game. 
Irani then, he simply said 'See ya' ( or 
something, ran off to collect every- 

- r ?J and the only time you saw him 
agein was by accident. 

However, the Chaos 2 designers 




The human element, If you will, 
which comes Into play In Chaos 2 
will be exploited by a number of dif- 
ferent rooms which the players can 
simply drop into. "It's like a half- 
hour-after-work type of thing." says 
Eric. "So while you'll be able to play 
it right the way through if you want 
to. you can drop in to several differ- 
ent zones just to have a muck 
around." And what better way to 
spend a half-hour after work, than 
blasting hell out of your colleagues 
In a futuristic arena? 

have already considered this: "The 
buildings are split up into smaller lev- 
els," Eric explains, "and we design 
them so that large areas are locked 
off Until the earlier levels are com- 
pleted. That way the smaller levels 
become more intense, because your 
opponent is always only two rooms 
or so away from you; and whoever 
finds the key for the exit, and goes 
through It, takes the other player 
with him." 




CHAOSMOSIS 

The level which we're playing, effec- 
tively the test level, is made up from 
six rooms linked together. The final 
game will not only have bigger lev- 
els, but also different floors that you 
can go up and down on. Even with 
just six rooms, though, the game can 
become quite complex. 

"This level is very small, but when 
people have played it they've dis- 
covered things which we didn't 
design to happen." reveals Eric. 
"There are two restart points, one for 
each character, and if you get tele- 
ported you come back to these posi- 



tions. So one E'd'astard] thing to do 
to your mate is to cunningly drop a 
mine onto his teleporter, and then 
teleport him. Not only will he go 
where he doesn't want to go, but he 
will die when he gets there. Brilliant! 

This single completed level of 
Chaos 2 is simplistic in the extreme. 
But although the Bitmaps are intend- 
ing to throw in monsters, pickups 
galore and a plethora of new toys, 
the last thing they want to do is 
over-complicate It. 

"We want to retain the simplicity 
of the game," says Eric. "It's possi- 
ble to make much more of the levels 
by understanding how they work." 



"Once in Ro-oooyal Da-aavld's Ci-ty, stood a lo- 
oowly Ca-aatle Shed." Can we have our fifty pee 

now, mister? 




In a great tradition, stretching 
back to the Bitmap's original shoot- 
'em-up Xenon, each Of the Brothers' 
games has featured a shop. Power- 
ups, new weapons, shields... every- 
thing available, at a price, and suc- 
cess at the game breeds the money 
to succeed further. But Cnaos 2 will 
be subtly different:* 

1jhe shop works in a pretty simi- 
lar fashion to previous games," 
explains Simon, "but in this one 
you're gaining experience more than 
anything. A lot more of it will be 
automatic; you'll be granted powers 
for achieving things, so the better 
you play the game, the more power 
will be given to you." 

There are preset things you can 
have as you reach certain points in 
the game," says Eric. "So a weapon 
might appear, and you can buy 
charges to use with that weapon in 
the shop. So you'll have, I think, up 
to four or five per character: tele- 
ports and speed-ups, all this kind of 
stuff. There'll also be money and 
treasure." Hurrah! 

And food, perhaps? 

"Foo-foo-food. From Chaos I, 
yeah?" he laughs. If you haven't 
played the original, sorry about that. 
In-joke, you see. 

Oh. Fine. 0 
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NEXT MONTH! 

We'll be featuring the magical 
words of Dan Malone. the creator 
of the excellent graphics in Speed- 
ball 2 and the backgrounds of The 
Chaos Bngine. He'll be describing 
some of the techniques he uses to 
achieve that special 'Bitmap Broth- 
ers' look, and exactly what he's 
doing at the moment for Chaos 2. 
Oh, and we'll be chatting with pro- 
grammer Rob Trevelleyan too. 
about his work on artificial f 
intelligence. Don't miss it! / 
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PROJECT: Shadow Fighter 

PUBLISHER: Gremlin 

— — -in-*— 

DEVELOPER: Domenlco Barba 
(Programming); Fabio Caponc 
(Graphics); Fabio Ckciareiio 
(Nuslc) 

INITIATED: February 1994 
RELEASE: December 1994 

flK number of curiosities sur 

M^L round Gremlin Interdctive's 
iJaT^aV latest ejamo Shadow Fight 
er. The shroud of secrecy over the 
development, for one; we thought 
the gap between Mortal Kombat H's 
announcement and its release was 
narrow, but compared to Shadow 
Fighter it was a 12-lane highway. In 
late November. Grem- 
lin contacted us with 
news of the game, 
which is to be released 
before Christmas. 
Streamlined or what, I 
ask you! 

Another odd Shad- 
ow Fighter fact- is that 
the Italian pair who 
programmed it, 
Domenico and Fabio, 
have never made a game before. 
They simply decided, one day. that 
they'd had enough of the Street- 
fighter Hi and Mortal Kombats. and 
thought they could do oh so much 
better. O. 

The burning, S64.000 question, 
though, is whether the game's pro- 
ducer, Peter Cook, ever gets any 
amusing comments about his name. 

"I do, yes," he laughs. "All the 
time. And you'll be wise not to com- 
ment, unless you don't want to 
speak to me again." Hmmm. touchy 
eh. Best get on with the WiP, then. 

"And the guys working on the 
game come from Sicily. So don't 
mess with them either)" Peter adds 
with a grin. 




And yes, like all good beat-'em-ups, 
you can play the same two charac- 
ters against each other — they sim- 
ply change jacket colour, or 
something. Vurgen (the copper)'* 
special move is to pound the floor, 
creating... er, fire. And then they go 
back to a good truncheon-pounding, 
of course. 

But that's not where the curiosity 
stops. While Domenico and Fabio 
have been working on beat-'em-ups 
for two years, off 
and on. they only 
actually started work 
on Shadow in Febru- 
ary this year. Before 
then, Domenico had 
to go and do military 
service, and while he 
was there he actually 
wrote a good deal of 
the code — on 
paper! No, really. 
"It's true," Peter confirms. "So he 
was getting all that together while 
Fabio was at home, designing the 
characters and playing all the beat- 
'em-ups he could. Generally looking 
to see why some beat-'em-ups are 
better than others, and trying to 
incorporate all the best bits in theirs. 
It's been quite a long process, I think, 
which has come together astonish- 
ingly quickly." 

Unusually, for a game developer, 
the duo made sure they'd almost 
completed their game before sign- 
ing up with a publisher (Gremlin in 
this case), and hence the short time 
the company has had to put its mar- 
keting force behind it. Technically 
brilliant, the game wowed Gremlin. 
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'The blood's an option." reveals Pete. "To blood, or not to blood, as it 
were. The developers did a beat-'em-up about two years ago. just for their 
own pleasure, and there was blood in that. It's not like Mortal Kombat, this 
blood's just on the floor — you don't see it splattering around the place. 
The whole floor can fill with blood, eventually." 



which was slowing down its produc- 
tion of Amiga games, so much that 
it's now confident of bettering all- 
comers — including Mortal Kombat 
II. Mama mia. eh? 

"They're using an incredible editor 
for the game," enthuses 
Peter, "which enables 
them to put in sound 
effects, the collision 
detection points, ani- 
mate the characters 
and get them fighting. 
All from one pro- 
gram. It means that 
Fabio is able to con- jfj 
struct the charac- 0f 
ters quite quick- 
ly, and pass a file to 
Domenico which he just 
sticks into the program." 

Peter turns to speak 
to Domenico: "How long did it take 
for you to write the editor?" he says, 
deliberately. The muffled sound of a 
voice speaking in pidgin English sug- 
gests that Domenico is trying man- 




fully to communicate with Peter. 

"Right. Apparently it took him two 
(duo) months, while doing military 
service (servizio), to write the editor 
on paper, and then a week to actu- 
ally do it on computer. I'm amazed, 
if that's true. That's incredible." More 
muffled voices. "Oh, he says that he 
finds it incredible, tool" he laughs. 

A ROMAN 
KNOWS 

There's only so much 
that you can find out 
by talking through an 
nterpreter, so the Italians 
bravely agree to talk to me 
,directly. "Nice, er... nice to 
know you!" Domenico 
exclaims, with a grin that 
I can almost see despite 
him being a hundred 
miles away over a telephone line. 
Good start. Where did the inspira- 
tion for Shadow Fighter come 
from? "We bought Streetfighter 2 
on the Amiga. It was possible to 



You've seen Streetfighter 2, battled with Body Blows, eaten 
Elf mania for breakfast, and mauled the Mortal Kombat twins. 
Where do you go now? Andy Nuttall squares up to the new 
pretender in town. A£#*a4b^e^b th 
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-5».e Streetflghter 2 on the Amiga. 

no-one really tried to make it. 
■; .ve thought 'Why don't we try 
*: 60 better?' and wrote some rou- 
■ -*s to do another beat-'em-up, 
:-eUer than Streetflghter 2. And. 

We thought the best way to do it 
*o«ild be to keep the frame rate up. 
« we decided to use 
-:t seven colours." 
- .- ng on, is that seven 
colours in the fore- 
r ound, or the back- 
;-ound? "Yeah, the 
ioreground and back- 
ground," he replies, 
cryptically. "It uses 
the copper to change 
9te colours, so we can 
>-dve many parallax, and many. er. 
colours. Like Llonheart." Ah, I think 
avtut Oomenico's trying to say is that 
they used seven colours for the two 
characters, and then used a similar 
technique to Thalion's briltiant-look- 
«g Lionheart game to achieve loads 
of colours in the background. 

"Then using seven colours we 
Nave, er, much memory," Domenico 
continues. "We have enough memo- 
ry to do about 150 
frames for each 
character. Then we 
t*>e about 25 
■*oves. and about 
80 different anima- 
tes, also for each 
:--a-acter. So now 
everybody can 
• iow that Street- 
*ighter 2 was possi- 
ble to do, but no- 
one really tried." 

have to admit, 
eataprte the enthusi- 
asts near-English, 
that 150 frames of 
animation — with 
characters this size 
— <* pretty damned 
■■pressive. Because they're both 
games players, they know exactly 
■east they would want from a beat- 
em-up. 

rVe have played many console 
games, the graphic artist more than 
Domenico grins. "We've also 
played lots of Amiga games, because 
»e <ke the Amiga. It's a very good 
"MChine, and it's easy for people to 
■tart programming on. 

Mot content with producing a 
technically impressive, and very 
playable game. Domenico wanted to 
90 one stage further and really blind 
people with an incredible list of fea- 
m Shadow. I mean, forget side- 
■sys-scrotllng parallax; this thing 
actually parallaxes up and down 
mtmn you jump, too! 

Top to bottom, yes." he agrees, 
twry parallax has different speeds, 
■leather horizontal or vertical axis. 
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and each background has parallax on 
it," It all sounds pretty damn com- 
plicated to me, but when I asked 
Dom if it was a problem for him. he 
just replied, casually. "No." Modest- 
o, too. 

"Okay, I tell you the story from the 
beginning. We started, two years 
ago, a beat-'em*up. But when we 
were finishing the beat- 
'em-up. Body Blows was 
finished too — but our 
game was too close to 
it. Then we decided to 
drop the project, and a 
month later I had to 
start military service. 

"In that month, I 
think about a new beat- 
'em-up with a dual-play- 
field system. So I say to Fabio 
'please, make characters with only 
seven colours'. And he said 'you are 
craryl It's impossible to do in seven 
colours'. In the year after that, 
though. I started on the code and on 
the moves, and Fabio started the 
parallax and the characters, 

"Then, when I finished national 
service, we started to work. Now, we 
are here, and I can't believe that we 
have a good 
game, a good 
editor, and a 
good... every- 
thing. Some- 
times, we look 
at the monitor, 
and we say 'it's 
impossi ble 




"There's a musicle 
music for Shadow, 




king in Italy at the moment, 
ter, "and we've recorded al 



s done all the 
effects in-house.' 




Because you cannPJKee the dual 
playfield. And you don't notice Jhat 
there are only seven cojpurj^cTr th£ 

characters. An artist said to me 
recently 'you've done really well 
using 16 colours', and when I told 
him that there aro nn ty seven 
colours, he crashed down!" 

It's blindingly obvious 
that Domenico is excited 
and proud with their 
game. To be fair, his 
English is quite 
good, but it's made 
even more under- 
standable because 
of the enthusiasm 
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Below: While most fighters square 
up to the opponent, desperately try- 
ing to psych out the opponent. 
Genie Ali Kudu appears out of his 
bottle at the start of every round. 
Bit of a cheat, really, using spectacu- 
lar theatrics to put her off; but then 
if you've got 
ft... 




"I can put a different background into the game in one morning," he explaim 
of background, and choose the speed. So that's why I say it's not a problem, 
immodest. It's very simple. I am not Superman, I am a poor crazy coder!" 
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__^he has to talk about the cre- 
ation of Shadow Fighter. 

"A few weeks ago I bought an 
A4000. because when we got the 
contract with Gremlin we needed to 
work as fast as possible to get the 
game out for Christmas. And I had 
to develop it for the AGA machines 
too. you see. It will be the best game 
ever for the A1 200." 

PEN 

UMBRIA 

Fabio Capone is also into 
chatting with the press. 

1. e. me. because neither Is 
used to publicity and 
they're enjoying being In 
the limelight while they can. 

"What I have done in the 
past?" he responds to my first 
question. "Nothing. The first 
thing with that I drew was - 
the original beat-'em-up with 
Domenico. But no other things. 

"I played every type of beat-'em- 
up there is in the world. I played on 
Super NES. on Mega Drive, on Game 
Gear — everywhere. I think that the 
best on coin-op was Street Fighter 

2, so then my question was 'what 
makes a good beat-'em-up?' And 
why do people enjoy playing them? 
There are so many IHtle. very little 
things, and we tried to take the best 
things onto our game." 

Something which you don't find 
in many beat-'em-ups. according to 
Fabio, is a dual playfield — - which 
enables the designer to add In a sep- 
arate background which Includes 
animations. Which they're very 
pleased with, apparently. 

"Everybody makes games with a 
dual playfield," says Fabio, with 
more than a hint of generalisation. 
Actually very few Amiga program- 
mers use dual playfields — Lion- 
heart and Chuck Rock are two 
exceptions, but it's just Fabio being 
modest. Again. "But nobody makes 
a beat-'em-up like that," he contin- 
ues, "because the sprites are very 
big. And with only seven colours for 
both sprites, it's too hard to make 
something that 
doesn't look... 
monochromatic. On 
Shadow of the Beast. 
the baddies were 
monochromatic; but 
for cartoon-like 
games such as Chuck 
Rock it's a lot better. 

"So it was very dif- 
ficult to produce a 
game which doesn't 
look like a cartoon, 
but only uses seven 
colours. The first 
game used 32 colours, but it's real- 
ly impossible to make a good beat- 
'em-up on the Amiga 500 with 32 
colours, because you can have 
very few moves. Like Elfmania, 
for example, or Body Blows. And 
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you can't enjoy a beat-'em-up with, 
hardly any moves. And because we 
had so much memory, we've Includ- 
ed up to six or seven special moves 
with each character. The final char- 
acter, the Shadow Fighter, has seven 
special moves. It sounds incredible, 
but it's real." 

The problem which has dogged 
Amiga beat-'em-up creators In the 
past, the curse of the one-buttoned 
joystick, also caused problems in 
Shadow Fighter. 

"Creating the game for 
one button was hard." con- 
cedes Fabio, "because 
Street Fighter 2, for exam- 
ple, uses six buttons. In 
our game you can make 
moves with all direc- 
tions of tfw joystick, 
whether you are in the air. 
on the ground or crouch- 
ing down. Everywhere, if you press 
the button, you can make moves. 
The control was a thing we started 
before anything else, it was the most 
difficult part. Because if the control 
is no good, neither is the game." 
Good point. Q 

Right: Shadow Fighter"* story goes 
something like: a boy, Kloyu. wants 
to become a living legend despite 
his high status in society. One day a 
shadow appears, leading him Into 
darkness and handing him a sword. 
His betrayal of Good Things causes 
other Samurai to despise him. and 
the 'keeper of the abyss' sends a 
number of his little 
helpers to fight 
him to the 
death. 
Great. 





Yurgen. the policeman, has this rather Interesting move where he tries to 
insert his truncheon 'up' his opponent. And it works, too. The girl in the 
background Is, I believe, and example of what Is called a 'dual playfield', 
where animations can be displayed in two different planes. Clever. "Lots of 
games use dual playfields." explains, Fabio, "but not many beat-'em-ups." 

Below: "We have a PC and Amiga to 
develop with. I worked for one year 
on an AS00 plus, with only one flop- 
py, rt was hardt" exclaims 
Domenico. "Now I've bought an 
A4000, so it will be much easier from! 
now on." 
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Left; The building site level shows just how com- 
plicated the parallax layers can get in Shadow. As 
well as the Statue of Liberty and the builder (who 
looks suspiciously like a character from Frontier) 
layers, there's also the main fighting layer, and 
the huge chains at the front. Complex, huh? 
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The character selection screen owes 
more than a little to... er. a certain 
other game. Characters at the top, 
country location in the centra, and 
huge close-ups of your selection at 
the bottom. The spinning globe in 
the middle is an impressive touch. 



Karhim (spelt wrongly, surely?) stars In his own little background; the bas- 
ketball court. His special move, unsurprisingly, involves flinging a basketball 
at the opponent — and occasionally, he even gets it in the basket. A clever 
touch, apparently, because the backgrounds normally don't get involved 
with the action, Or something. 
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SMOKE AWAITS! KINTARO S REVENGE! \EXPECT NO MERCY! FRIENDSHIP? 
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PROJECT: Pizza Tycoon 
PUBLISHER: NkroProsc 
DEVELOPER: In-houie: Steven Hand (producer), 
Stefan Kurth (programming), Terry Greer, Eddie 
Gurnier, Paul Truss (artists). 
INITIATED: Early 1994 
RELEASE: July I99S 

In his days of youth. Matt Broughton was a 
singing cook in a pizza restaurant, eating more 
than he sold. Who better then, to look at 
MicroProse's forthcoming Sim-Pizza offering? 
(Just as long as he ties his goatee back, eh readers?) 





Pizzas seem to be all the rage 
at the moment. Marvin has 
just had a marvellous adven- 
ture thanks to one. and er... oh bug- 
gerl I can't actually think think of any 
others. Shame that, eh? And it 
seemed like such a nice way to start 
things. Oh well, never mind. So. er. 
Pizza Tycoon then... 

Well, the concept behind Micro- 
Prose's forthcoming Pizza Tycoon 
may be a simple one, but, rather 
compllcfltedly. also Includes 'many 
things'. The straight line Is that it's a 
slightly tongue-in-cheek business 
simulation game, where your task is 
to open and successfully manage a 
chain of pizza restaurants. However, 
within that basic description there 
are tons of things you can do, from 
actually making pizzas on the screen 
and creating your own recipes, to 
furnishing your own restaurant hir- 
ing staff, setting wages, firing staff, 
buying adverts on TV, on posters, 
blah, blah, blah... 

"You get to see all this on screen," 
explains Pizza Tycoon's producer, 
Steve Hand (the main man behind 
MicroProse's Impossible Mission 
2025 too, incidentally), "watching all 



the different TV adverts with their 
animations, and going through all 
the posters available." The detail 
goes even further when it comes to 
furnishing you restaurant, being able 
to choose from specific chairs and 
floor coverings, not to mention the 
many ingredients you can furnish 
your DIY pizzas with. 

"When it comes to running the 
business, there's also the shady stuff; 
the double-dealing underworld 
element, where you can use a 
number of joke weapons to try 
and put your rivals out of busi- 
ness — putting mice in their 
kitchens, that sort of thing. 
There's also the usual money 
management side of things; 
having to actually buy or rent a 
property, going to various brokers, 
raising money from banks, taking 
out insurance — there's a lot. You 
name it, it does it. But as I say, the 
tongue is kept firmly 'in cheek' 
throughout." 

Having originally been a German 
game, are we likely to see some of 
the strange quirkiness evident in 
such recent foreign offerings as The 
Clue and Burntimel Steve answers 





W When you come to decorate your restaurant, you view 
things through this screen, also being able to scroll into the 
kitchen. You can page through selections of floor tiles [Inset], 
chairs etc. until you're happy with the choice of decor, and also check on 
how popular your place is, not to mention how your competitors are doing 
things. Or, of course, if you're trying to sabotage them. Heh he he. 



most definitely in the positive... 

"Oh yes! Wait 'till you see it. In 
some ways it's a typically German 
product, in that it's packed with 
stuff. There really is so much to do. 
and so much you can tweak and fid- 
dle with, you can actually play it In a 




You've got three levels of loom with this map, and at the start of the game you need to scroll around it looking for 
likely locations. You can also use this map to enter other peoples' restaurants and see how they're doing, as well 
as use a schematic to highlight specific types of property (e.g. you might want to locate near a high residential 
area or a school because, well, kids n' pizzas — they love 'em!>. "It's also good for visual feedback." suggests 
Steve. Oh yeah. That too. 



number of completely different 
ways. There are a couple of guys in 
Quality Control who'll do something 
sensible like open a pizza restaurant 
and hire staff, and then there are 
some who seem to spend all their 
time dealing with The Mob'." 

GIVE PIZZA CHANCE 

Ah yes, 'The Mob'. Didn't mention 
that, did 1? Well, if you don't partic- 
ularly fancy playing things in the 
'normal' way, you can get connected 
to the local mafia and build up some, 
ahem, 'extra funds'. "There are all 
sorts of things you can do for 'The 
Mob'; picking things up, dropping 
things off, taking out loans (which 
can cause all sorts of problems if not 
repaid) but there's nothing violent. 
There's no 'rubbing people out'." 

The game is played against an 
internal clock that acts effectively as 
a 'day'. You can call sunset prema- 
turely if you finish everything you 
want for a day, at which point your 



WORK 




i 1. - wr 
* - 36a. 



It- Mf 
8 . 368. 



w 

o the 
•II. 
on 

doing 



ferent 
uys in 
•thing 
lurant 
'e are 
their 



:e 

ntion 
artk- 
1 the 
ected 
ome. 
re all 
'The 
ping 
'hich 
f not 
lent. 

* 

t an 
ly as 
'ma- 
you 
four 



performance is evaluated in all sorts 
i* different ways; such as how much 

■OHy you've made and how many 

rwlnmpfT you've attracted. 

Should you feel particularly 

z'Z'.a of a pizza you've made, you 

cm enter competitions where it's 
>-oared with creations from other 

-estaurants. A jury assesses the qua)- 

*"t of your entry and. if you do well, 
recommend you. thus 

^creasing your customer 

a*sc So, I ask, interroga- 

»» « r y . how relevant to 
success are the pizza 

The program does 
Check your pizza quite 
descry In the manual there's 
actually a recipe book with colour 
; rr_-es of the basic pizzas, and if 
want to produce these, you 
■tave to try to get your pizza as close 
as possible to the one in the book. 
■mkvct, though that will get you 
good marks, you can get a spec- 
ir score by creating your own 
is. Conversely, I once made 
which had a pizza base, and an 
it untouched, unmodified clove 
y garlic (unmodified? — Harry.) sit- 
ing n the middle of it. I got a score 
•#0000. My crapness was reward- 
ed- * indeed it was. 

As well as marking your pizza 
sevgns, the program monitors the 
- .vhkh you decorate your 
•*s*aurant; your choice of tiling, 
choice of carpet etc. 
' i usually tied into 
- - - it- as well, so though 
better floor coverings are 
«or* expensive. If you get 
*w decor right, you will 




As Steve 
has 
explained, 
the game is 
constantly 
marking you for 
your efforts. Here, 
after spending ages 
setting up your restau- 
rants, hiring staff, design- 
g pizzas, and tons of other 
pizza-related things, you finally 
get to find out what the public think 
of your menu. Doesn't look incredi- 
bly promising, does it? Still, early 
days yet. 

bring more people in. You get loads 
of feedback on demographics, with 
things like how people perceive the 
quality of your pizzas, your restau- 
rant, and your staff. You can modi- 
fy factors to your heart's content." 

There's nothing that immediately 
springs to mind when looking for 
comparisons with Pizza Tycoon, but 
I reckon this is so often the case 
with foreign designs. Steve 
concurs... 

"I'd have to agree with 
that. It's hard to say, but 
certainly it's typical of 
German designs, whether 
that's with board games 
computer games. They 
seem to find these niche subjects 
and somehow make them work. Per- 
haps it's because they look for sub- 
jects which don't depend upon vio- 
lence. When we first got Pizza 
Tycoon, there was definitely an air of 
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This is a measure showing the quality of your pizzas. It takes Into account 
your pizza toppings, how good the chefs are. If there are any insect prob- 
lems in your kitchen, and the quality of the oven. (And 1 thought it was an 
iglool). 
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"These are the personnel screens where you can hire and fire staff, as well as alter salaries and check 
their general statistics. There are points in the game where you get feedback and public opinion 
on customer preferences, and with pretty much everything you do having an effect, your staff 
need to be chosen carefully." (Personally, though. I don't think I'd trust a waiter with a beard. 
Not after seeing what Matt keeps in his — Andy.) 





'What':, this!', it's 
very strange. I mean 
you... er. wall, you make pizzas!" 

Perhaps that's the charm of yer 
foreign game. I mean, they're differ- 
ent aren't they? Rather than playing 
as Sa-la-mi, god of Pizzas, you are 
encouraged to become part of the 
action on a more Intimate scale, (as 
with The Clue), and arguably it's eas- 
ier to get involved in the game. 
"Feedback from the quality con- 
trollers has been very good — peo- 
ple really do seem to enjoy it" 

CHEESE MY GIRL 

The Amiga version is practi- 
cally identical to the PC 
(which has been the lead for- 
mat in England) although 
Steve recommends a- hard 
drive or an additional floppy 
when playing, simply because of 
the amount of Information used. 
Though the game will probably 
crunch down to only two or three 
disks, someone playing on an A500 
will find themselves involved In a fair 
bit of disk swapping, especially at 
the start. 

Though the transition from 
English PC to English Amiga has 
been a fairly smooth one, taking the 
game from its original German for- 
mat wasn't quite so easy. . . 

"We had to do the translation, 
obviously, but also had to change a 
good many of the graphics because, 
being a German game (and I don't 
mean this disrespectfully), they have 
a different view of what's 
acceptable and 



"If you actually 
want to buy some 
Advertising, you can cycle 
through various posters at 
varying prices," says Steve. "The 
computer will take the amount 
of advertising into account when 
calculating the amount of cus- 
tomers you get. Along with 
everything els* of course!" Note the 
'largely bosomed' lady. Those crazy 
Germans, eh? 

what isn't. There were certain graph- 
ics which were a bit too sexual for 
England and America, so we had to 
modify those." You might be won- 
dering how you'd get sex into a pizza 
game, but I'm reliably informed that 
if anyone can get the gratuitous use 
of breasts into a game, the Germans 
can. God bless 'em. 

"There are a lot of satirical ele- 
ments in the game, a lot of use of 
politicians and German celebrities, so 
those had to go, along with general 
names and text — just trying 
to make it more relevant 
to a British market 
really. We also made 
a few changes to 
the game play; 
speeding things up 
in certain places or 
altering the icon sys- 
tem — simple things." 
The game's view is most- 
ly made up of static (but still damn 
attractive) screens, but on closer 
inspection touches of animation are 
sprinkled throughout the game. 
When you speak to bankers and bro- 
kers, their heads are animated, little 
cars drive around the town, full TV 
advert sequences can also be 
watched — that sort of thing. Need- 
less to say, it's all very, very nice. 
Hopefully! # 





"When you come to look at TV campaigns, you can sit back and choose 
which advert you want to buy. Similar to the poster adverts only more 
expensive, these will increase your customer turn-over." 
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So what do you fancy on your pizza? You've got four categories to choose from; name 
vag. meat, fruit and herbs, and a wide variety within each of these groups. You can be a, 
straight or as complicated as you went when creating a pl«a recipe, but think about ho*. 
likely your customers are going to enjoy a beef and apple topping. With extra egg. Blerg 
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Dig dig, diggidy dig. 
I'm quite bald and 
wear a wig. No 
you're not you stupid 
git, do your job and 
write the Will Matt 
Broughton wastes 
space with a daft 
intro before looking 
at Millennium's 
latest game with 
spades in — 
Extractors. 

iggers was a strange game, 
but one that will probably 
remain a talking point in the 
Amiga's history, simply because It 
was the first real CD32 product. 
Some people thought is was great, 
' some people had expected more 
from a CD title, and others weren't 
really too sure what they thought- 
Well never mind all that (funny, I was 
Just about to say the same — Harry.) 
here comes 'Son Of Diggers', accom- 
panied by its author, programmer 
and, if you will, biological father. Mr 
toby Simpson. So, er, what's this 
new game all about then, if that's 
not too vague a question? 

"Well, Extractors is about the plan- 
et Zarg. Er, and yes, it is a vague 
question because there are about 
eight different answers. It's really 
about a situation that's arisen on 
Zarg, and you, the player, are there 
to perform a mission. The game itself 
hi very plot based, with a big story." 
And indeed there is... 
"* ' The plot for Digger* told of how 
the Zargonian Mineral Trading 
Authority controlled the specific peri- 
ods of digging each year, but Extrac- 
tors carries the story on to some 1 50 
years after that. Shortly after- the 
time of Diggers, a race of creatures 
perfectly evolved for the job of dig- 
ging appeared from a distant planet, 
and were consequently employed by 
the ZMTA to 'extract' the riches 
from the planet. Unfortunately, 
their great success also turned 
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Because of the number of floating 
lands In Extractors, Toby has been 
able to put a good number of differ- 
ent scenarios and graphical styles 
Into the game. I don't know which 
land this is, but it certainly looks as 
though it ought to be made of 
cheese. In fact, isn't that a mouse at 
the top? Hmm, not too sure on that 
one. Can I come back to it later... 

out to a weakness, and within a few 
decades, all of the low to medium 
depth mines had been exhausted. 
The cost of further digging was 
increasing as the mines went even 
deeper, but the ZMTA did have one 
other option — the floating lands of 
Zarg. A-ha. 

Yes, something we've never heard 




Right: Purple 
purple every- 
where, but not 
a drop to, er... 
well I don't 
know actually. Yes. more in-game 
screen shots, all looking extremely 
attractive. As you can see. Toby has 
included far more contraptions to 
play with in Extractors, although that 
skeleton beast in the middle looks a 
little bit familiar, wouldn't you say. 
Digger* fans? Oh well, it's not my 
game. Mr Simpson can do whatever 
he fancies as far as I'm concerned! 

about until now, (though fans of Yes 
and the artworks of Roger Dean 
won't have much of a problem in 
imagining the sort of thing we're 
talking about here) the Floating 



Lands are in fact a far older part of 
Zargonian history than we've beer 
party to. About 6000 years before 
Extractors (and therefore some 585C 
years before Diggers) a peaceful race 
of intelligent beings called the Flinarj 
were forced to retreat to their capi- 
tal city following an attack from the 
violent 'Quarriors' (remember 
them?). To cut a long story short, to 
get away from the 'Quarriors' the Fli- 
narj invented 
an enormous 
machine that 
allowed huge 
chunks of land 
to float above 
the atmo- 
sphere. They 
used this to 
raise their cap- 
ital city and 24 
other land masses into the sky — 
land masses that are now extremely 
important to the ZMTA. So. in order 
to get to these floating lands, the 
ZMTA invented their first flying 
machines along with a whole host of 
new mining gadgets, including hom- 
ing missiles and flying explosives. 

However, their activity was being 
observed by the Flinarj, and they 
deserted the floating lands to retreat 
to their capital city, hidden safely 
under an enormous shield. This 
shield Is powered by twenty four 
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generators, one on each of the float- 
lands. Yes, you can see where 
tfxs is going, can't you... 

"The player has to go from float- 

-g world to floating world." 
■ •plains Extractors' programmer, 
"oby Simpson, "finding and deacti- 
vating the Flinarjian shield genera- 
ton while, at the same time, suc- 
cessfully mining enough fuel in order 
to get to the next land. Of course, if 
they want to use any of the great 
gadgets on offer, they also need to 
■nine for jewels to sell." ' 
So. er. just like Dig- 
gers, then? 

-Well I don't 
•*ant to sound like 
I'm slagging off Dig- 
gers because I actual 
fy think it was okay, but 
you didn't have to explore the levels 
at all — you just found one big area 
of earth and dug. That isn't the case 
with fxfracfors, because if you just 
dig, you won't find anything. You 
can actually now see where the jew- 
els are by the colour of the rocks — 
they have a slight tint, so we've been 
able to place the three components 

the fuel, the jewels, and Flinarj 
•nachlnery) in the far corners of the 
■evel, thus giving the player a reason 
*d explore each land. This means 
we've been able to place all of the 
enemies and the creatures specifi- 
cally, making good puzzles on the 
<vels. This makes them more inter- 
esting, knowing that the player will 
nave to explore them." 

EX-TRACTOR FANS 

The fact that each level is now 
designed — as opposed to the ran- 
dom creation in Diggers — has 
meant that very specific strategies 
nave been put into each game. 
Whereas you could quite happily 
slough away without worrying 
about any of the extra toys in Dig- 
gers, now you'll have no option but 
to utilise them if you want to get 
Through certain puzzles. 

"It's now an arcade-strategy- 
adventure. The monsters will never 
act in the same way, because they've 
now got a very nice intelligence 
attached to them — they can actu- 
ally be nasty and unpleasant and get 
n your way. I've got quite a complex 
artificial intelligence engine now. so 
that the monsters are a more inte- 
gral part of the game; chasing you 
through certain parts of the level, 
and forcing you to make decisions. 
•n Diggers, the intelligence wasn't so 
important because the monsters 
were just getting in your way. You 
weren't forced to explore, so it was 
more a case of them just being an 
annoyance should you come across 
them, as well as providing some 
competition. 

"The equipment in Extractors is 




much better chosen because we 
know from the outset exactly what 
the player's going to have to do — 
the range of equipment has been 
chosen to match those goals. You 
don't necessarily have to use it, but 
if you don't you'll only make life dif- 
ficult for yourself. " 

You have access to all of the gad- 
gets from the very start of the game 
(as long as you have the money to 
buy them. Er... which you won't), 
and though you won't need them to 
start with, it will make things nicer 
for you. In practice, you only 
need explosives for 
each of the early levels, 
simply because you'll 
need to blow up the 
generators. 
So. though not wishing 
to aggravate young Toby, I 
have to ask to what extent is 
Extractors simply a Diggers 
sequel? 

"I'd like to steer clear of that even 
though, much to my immense dis- 
tress. I can see that that's how peo- 
ple will look at it. I'm still pleased 
with Diggers — we had to perform a 
miracle in a very short space of time 
for Commodore, with very little sup- 
port. It was very difficult indeed, but 
looking back on it, I think we did the 
very best we could fn the time we 
had, and it was generally well 
received. I'm hoping people will see 
Extractors as a separate entity. It's 
not a sequel as in, say. Populous 2 
was to Populous — P2 just had more 
bits in it. Personally. I really enjoyed 
Populous but didn't see much 
point in P2 because there 
was really nothing new. 
fxfracfors isn't like 
that at all. I mean it 
shares the same 
world and shares 
(to a certain extent) 
the same visual 
style, but it's not 
just a digging game 
anymore. In fact, on a 
couple of levels, you 
have to dig almost bug- 
ger all. It's much more map- 
orientated, more exploration ori- 
entated, there is a defined goal and 
the player knows from the offset 
exactly what they'll have to do." 

EXPEL. L AIR? 

Some of the 'irritants' in Diggers 
have been taken out for fxfracfors 
so, for instance, whereas in Diggers 
you couldn't always trade in all your 
jewels, now when you enter the 
shop area, all of your gems are auto- 
matically credited without you even 
having to think about it. "Some of 
the sensible, constructive criticisms 
that came out from the press have 
been considered and incorporated 
into Extractors. We wanted to make 



sure we didn't fall into any of the 
traps that were pointed out before." 

Toby expresses extreme surprise, 
not to mention relief, that Extractors 
has been one of the smoothest 
games he's ever written. "It's quite, 
quite odd. I'm expecting something 
to go horribly wrong any day now!" 

The only real problem encoun- 
tered with the programming has 
been fitting it all in the CD32. "Mem- 
ory wise, the machine's only got 1.2 
Mb free when you load it all up, so 
it's a nightmare. Extractors pixel- 
scrolls, which Diggers never did. and 
in order to do this you need astro- 
nomical amounts of memory. I'm 
quite pleased with that aspect of the 
programming in view of the amount 
of processing that goes on inside 
Extractors (not like a platform game 
where there's very little processing 
involved — if s all visuals), fxfracfors 
has an Artificially Intelligent engine, 
object handling, and all the process- 
ing for when a creature is off-screen. 
Just because a fight isn't going on 
on-screen, that doesn't mean it's not 
happening — it is. So there's an enor- 
mous amount of processing, but I've 
still managed to squeeze it all in and 
leave enough room for the pixel 
scroll and parallax background with 
lots of copper stuff." 

Circle: This, as you may have noticed. 
Is a picture of, er... someone. I don't 
actually know who it is, and consid- 
ering I also forgot to ask Toby about 
It, there seems vary little point In 
printing It. Then again, what with 
deadline approaching and Andy still 
showing no signs of know- 
ing what's going on, 
I'd probably best 
just include it 
under the head- 
ing, 'Probably 
something 
from the 
game'. Do 
you know 
this man? 
keep 'em 
peeled. 



To put Extractors on any of the 
other Amigas would, according to Mr 
Simpson, not only be impractical, but 
impossible, not to mention uneco- 
nomical. "Diggers could never have 
run on an A500 because there's just 
too much processing going on. With 
such a huge map and so many 
objects having to be processed — 
even when they're off-screen — it's 
a very awkward situation for pro- 
grammers to be in. Extractors will be 
CD32 only, but having said that, it 
will be compatible for anyone using 
an A1 200 or 4000 with a compatible 
CD-ROM drive. - 

Toby assures us that we'll not be 
visiting the planet Zarg again, even 
though it seems to be building up 
quite a history for itself. Although he 
does at one point add, "...well, you 
never know." Hmm. Thought you 
might say that. And finally, consid- 
ering you're a Millennium boy, do 
you like Mr Blobbyl "Do I like Mr 
Blobbyl Oh god, I'm the wrong per- 
son to ask because I'm one of the 
few people that seems to like it. I just 
think it's so unbelievably stupid that 
it's really good fun. In fact. I'm one 
of these sad b'stards who's got a Mr 
Blobby fridge magnet." Oh dear. 
And. er, on that bombshell... it's 
time to put the phone down. Very 
firmly indeed. 





Above: Hello! This all looks rather 
sexy doesn't it. I admit that It all 
looks quite Diggers -like, but am 
assured by the man who knows 
(A.K.A. Toby) that the game play will 
take this far, far away from simply 
being a 'Diggers 2' offering. Nice Ici- 
cles eh? 





How do you fancy an enormous lump of rock flying through the air? Well, It 
may not look like much, but as far as the Zargonians are concerned, it's 
more valuable than gold dust, not to mention less likely to blow away 
on a windy day. There are twenty four of these little darlings to work 
your way across, so get yourself a good pair of walking shoes. 



> 

n 



on 
> 

o 

rn 



AND IT 



STILL 




COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25 
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MORTAL KOAABAT II 


Acclaim 


40 


SHAQ FU 


Ocean 


43 


MR BLOBBY 


Millennium 


44 


ROADKILL 


Acid Software 


46 


MARVIN'S ADVENTURE 


21st Century 


50 


DREAM WEB 


Empire 


52 


BASE JUMPERS 


Rasputin 


54 


LEMMINGS 3 


Psygnosis 


58 


SUBWAR 


MicroProse 


60 


POWERDRIVE 


US Gold 


62 


SWOS 


Renegade 


66 


WHIZZ 


Flair 


68 


SIM CITY 2000 


Max is 


71 


PINBALL ILLUSIONS 


21st Century 


74 


TOWER ASSAULT 


Team 17 


76 


RISE OF THE ROBOTS 


Mirage 


78 


OVERLORD 


Virgin 




HOW DO WE DO IT? 



*t The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and, we like to think, a lot better than the rest. Each game review begins with a short 
"traduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. Finally there's the Verdict where we 
explain the game's good and bad points in detail, so that you can work out precisely whether 
tft* game's for you or not. Bear in mind that although a review is only written by one person, 
t>>e whole team play every game reviewed and the Verdict and scores are based on everyone's 
aiput. Based on years of research this is, quite simply, the best game reviewing system devised 
by man. Er, probably. 



THE VERDICT PANEL EXPLAINED) 



This piccy shows you clearly 
which Amiga • A500/600, A1200 or 
C032 • the game Is being 
reviewed on. 



This panel indicate* who is pub- 
lishing and who created the 
game, along with essential info 
tuch as how much the game 
costs, when It'll be released, the 
control system(s) used, how much 
memory your Amiga needs to run 
it, how may disks it comes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great In static form 
but may be slow and jerky 'In the 
flesh' which will be indicated by a 
lower-than-expected Graphics 
score. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game is to 
get into and how much fun It is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word, testability 
Indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game Is one 
you're likely to keep returning to 
time and time again. It's a rather 
Important mark, especially with 
games being so expensive. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns-blazing shoot-'em-up 
with a silly bouncy Jingle 
wouldn't do well here. 
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The Overall score Is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which Is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now, with people able 
to buy A500/600s, A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not coveted in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



I ANDY NUTTALL 
Hailing as he does from a pid- 
dling, conquered country, fetid 
with the smell of Cliff Morgan, 
Andy will be spending most of 
- ' 4^- — Christmas with his family choir 
^"'t y and a selection of their 
• J favourite livestock It's sup- 
fbjj' , \ posed to be a secret, but Andy 
■ T ~ ^ has applied for the post of Tal- 
low Boy to the Chief Druid, which if he's successful 
means he'll spend New Year's Eve on Salisbury Plain. 
Apparently they stand naked in a pool of leek soup 
and wait for the woodcocks to cover them with 
dead beetles. 

I I MATT BROUGHTON 

Matt's all excited because he's 
going to be appearing on Top 
of the Pops Christmas Special. 
In Denmark. Yes, finally, old 
teasle-face has made it big, 
'Pastry-Side', and will be jet- 
ting to 'Dor Grojchon Horn' 
and swapping goats cheese 

with the cream of Denmark's 

pop industry. Migga Magga 
Mogga will be there, and Matt can't wait to 
exchange roll-mops with the man who penned the 
immortal Bringing Home de Bajkon and the 70's 
mega-smash Herring Me Softly (with his sponge). 
Copenhagen's very own Skjoppie! 

GHARRY ATTRILL 
Haz doesn't hold with Christ- 
mas, believing it to be a papist 
orgy of burping and snogging 
when it should be a time of 
the most marvellous misery 
with lots of lovely kneeling on 
icy stone floors and plenty of 
tepid baths. Our grandad has 
recently opened a home for 
Eroded Drumlins just outside Stockport: "Everyone 
knows that post-glacial features feel the cold weath- 
er particularly badly — and what does this callous 
government do? It slaps VAT on all morraine 
deposits made before the Third Ice Age. It's very 
probably the work of Satan". 

JOWINSLOW 
L fM Stop trying to look like baby 
\2* ** + a/ things to make us agree with 

^Afcff 1 .1 you Jo Christmas 

• J time 'to tell him how much 
L w9 . .} "I y° u ' ove n ' m with Old Spii e' 

Hp+J> fflLV or yet 'an occasion all the 

P family will treasure with 

l^^^ A Kodak'. It is a time for drink- 

TVT'-H V ' n 9 a "d eating, and filling 

^"^^^^ your tummy up to the sky 

with potatoes and turkey and gravy and BREAD 
SAUCE before puking voluptuously into grandma's 
raffia-work knitting basket, staggering back and 
watching the carroty bits ooze out gradually 
between the weave. And that's just for you girls! 
Boys have to do it blindfolded, carrying a moun- S 
tain of beer. / 




0 



E V I E W 




IvO M BTVT I I 

Donning a striking orange robe, and effecting narrow eyes with the aid of two bits of tape. 
Andy Nuttall enters a strange, smoky land, searching out the evil of Shao Lin. "After work- 
ing with Matt and Harry," he says, confidently, "this should be a piece of cake." 

A a journalist and a games Intended) from Ihe computer press IT! ^i^^^ f ■■''!( I ■ I F 1 ; j ' ~ 

fanatic, I often find myself and a severe panning from the ^^T^^^^^fi^ 
Irving to convince people moral' press, like The Sun (which 
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As a journalist, and a games intended) from Ihe computer press 
fanatic, I often find myself and a severe panning from the 
trying to convince people moral' press, like The Sun (which 
lhat violent games don't necessarily quickly died down, presumably to 
make people violent. People who are make room for them lo print more 
violent would be that way anyway, pictures of topless women But that's 
and gory videos and computer games another story), 
are just as much a trigger .^^^^^^^ To help 'kombat' any- 

for that violence as thed ^.^V^Pl ^^^V^ thing like th.it hap 
mums asking them to ^^^^ pening again, the 

go down the shops *^^^H n 

(or W ^^^^ ^^^^^^L 

of lard. Etc. M i^^^^J^^ ' ' ' 

then 

along ^^^^^^^^^^^^Pj 

game like Mortal ^^^^7 •''""'l''" 1 " ,n *' 

Kombat II, have ^W/ r ' 1,,,ll,M -"' 

one game with ly Death Mov-. 

Matt, he beats me, ^^^^^ ' b cm ,tlly 

and I (eel like kicking ^^^^^^^ means thai when 

his head in Funny old — , , you've beaten your 

world, isn't it 7 (Not really, Andy. I opponent to the lloor. you tan 

always feel like kicking Matt'v head choose whether id finish him of) wilh 
in, but then again I'm a policeman a bloody flourish, or In nflnr him a 
Harry.). f box of thntoiates m .1 hun<h of flow 

Mind you. Sensible Sotiet has lite ers and shake his hand Or. to In- 
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same effect, as does \kiilm.nlt\. even more cruel, ytm 



Roketf, the first level of OtiHis / tit/liu- 
2 and jusl about every olhi'i Iwn 



llOIMr to change him into a u.ippy 
I. til baby, .t somewhat surreal end 



player game on the plane! I ven ing 



nllier wise tie, nlly 



Doom 2. enioiintvi 

Moit.tl Kombat II really is i.dhei Uul d»nt l gel me wrung, Acddlffl 

violent But no more so than the nrlrj li.i'.n t gone totl Uteres -.till enough 

inal, which received acclaim (no pun Mood 'fC WJlt hvtv lu make III fscMy 



fth'iv.- 1 ike th<- Dead Pool. tho iplfcfd 
li." kifrotind dictates your f atallty 
'amply hi'ih punch f And your 
opponent Will s.ttl (nit* Ihe ittr, and 
lln-n ti..y up thrr* Mf'i impaled on 
llttt tpikes. you \—>. .mil Ihe only 
(flinty* i'-'h'mkiii In oarth j to .1 lew 
• l*rtfi« of lilt blond 

l.iylur Ml' p.tp he. par its, .uul In bung 
Mary Whilehnuse out uf late retue 
ment Together with a slnnking seven 
new 'Itararters. <tnil live revamperl 
firtnt the old g.tine, Miii1.il Konih.it II 
brings yuu mure -.penal utnves. mote 
l.tl.ilihe-., mure animation fi •tines .nid 
mine 're.ilitrn' than ever helure I'te 
pare If. rne.-| ihy down 




On the Portal stage (this background 
basically), if you're in a two playi- 
game this rather normal-looking heac 
appears and shouts "Toasty'" Appar 
ently it's the face of the Willi arm 
artist, or something. If you hit dow 
and fire immediately, you'll access on* 
of Mortal's three hidden characters - 
called Smoke (not shown) 



TOYING WITH DEATH 



Shaking hands with your 
opponent after beating 
him to a pulp is perverse 
at best, but the Mortal design- 
ers figure that it counters any 
claims that the game's too vio- 
lent. However, given the motley 
selection of friendship moves, I 
think I'd rather be impaled on a 
spike... 




REVIEW 






There's no advantage to playing 
on an A1200, except that extra graph- 
ics are loaded Into memory to cut 
down on disk-swapping. You'll find 
the same effect on any machine wit* 
over l .5Mb, and If you own a second 
disk drive, you'll hardly ever need ic 
swap one of the three disks. 



Left: Liu Kang's new Dragon fatality looks impressive enough 
— he 'morphs' into the big green git, and bites the upper 
torso off his opponent. But when he returns to his norm.il 
state, the trousers that he leaves behind are rather less spec- 
tacular; because it's the upper body of the digitised fighters 
which is most impressive anyway. 



Above Johnn*. i .i.j i' i ■ > ip 1 1 > ■ i • i ' i : 1 1 
.lull? (or hit tire Pull down and tue .it 
the »J«w time while vtanrimg tUur to 
yom <•!'!•• ••"■"< and he II not only do 
Hie vplitt (nit also pumh yom oppo- 
nent nghl in the lioolagnng* H * 
.Ailed a p*tk*Q* chtk .i"d it causes 
a high ptUhed squeal to emit from 
the vutim 



Below: Like the original Mortal . 
Acclaim has included not only all the 
special moves, fatalities and hidden 
characters, but also all the blood and 
gore Great stuff 




Above: The shapcshifting Shang 
Tsung once the epitome of evil 
whose defeat earned you the Medal 
Kombat tftta". is now third from top 
Above him is his master. StwM Kftrtf) 
and kahn's second-in-command. Coro 
So now you can 'be' Shang T*ung. 
which means you can morph into the 
same form as your opponent — not 
into any opponent, as with the coin- 
op. Confusing... 

Below: The 12 characters line up. wait- 
ing to be chosen. It's a bit like being 
at school, when 'killer' Badgers had to 
choose his team from an array of 
footballing misfits. Only, er, harder. 





A button preiN aw.it Itom yom opponent oVIn ei • .■ medium *ti ike i lose in 
,- on your opponent and the same- nun e b#CWMI I knee to the < o lib lei* 

Holding fire down for a move ptodiues a kuk tapidl) laMim.i Nn delivet* 
\ a telling punch combo The»e combinations ot move* aie an emellent 
38 J e * am P'° °* 'I"' 1 * design t.int.istu 
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OUT WITH THE 
DEAD WOOD 

Two of the original Mortal characters. Kano and Sonya Blade, 
have been ousted in the sequel — presumably for being a bit 
crap. But while we'll never see Kano's heart-removing fatal- 
ity again, there are an extra seven characters thrown in to make up 
for that, and now each character has two Fatalities and a Friendship 
each. And now. The One can reveal a selection of them. 




A500/600 




*u&i*h*t. Acclaim 
Probe 



129 99 Out Now 
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THE VERDICT 

Right from the Intro sequence, Mor- 
tal Komb.it II oozes class. Because 
the game had been produced so 
quickly, I suffered nagging doubts 
that It may have just been 'thrown 
together'; but nothing could be fur- 
ther from the truth. This Amiga con- 
version Is damn-hear identical to the 
Mega Drive game, and what it lacks 
in animated backgrounds it more 
than makes up for with a plethora of 
deep-throated samples, some of 
which were sadly missing from the 
Mega Drive. When The Voice growls 
such pleasantries as 'Fatality', 'Flaw- 
less victory', and the all-important 
'Finish him' (all -important, of course, 
if you happen to be the 'Finisher'), it 
fills you with a feeling of achieve- 
ment so great that shivers cascade 
down your spine (unless it's already 
been ripped out by Sub Zero). Probe's 
piece de resistance, though, is the 
brilliant joystick control, designed to 
take advantage of one-button joy- 
sticks. To make it work at all is an 
achievement; to actually make it 
almost as easy to control as with two 
buttons (save for the blocking manoeu- 
vre) makes a mockery of softies who con- 
sider it 'Impossible' to convert certain games (Kick Off 3, 
Streetfighter 2) to use one-button controllers. Anything 
negative to say about it? Well, the disk-swapping is exces- 
sive if you only have one floppy drive, but to be fair it not 
only takes advantage of a second drive, it also loads most 
of its graphics and stuff into the memory If you have any- 
thing over 1.5Mb. So A1200 owners with two drives will 
be laughing. And the 'friendships' and 'babalities' are a bit 
of a let-down; being nothing more than a shallow gimmick 
which you'll try once, but never bother with again. Aside 
from that, Mortal Kombat li s a triumph of design; 
playable, challenging, with a great big dollop of atmosphere 
throw in. The best beat-'em-up ever? Without a doubt. But 
don't forget Gremlin's surprise, Shadow Fighter, is wait- 
ing in the wings. It's going to be a bloody great Christmas... 

Thar* «re m> other versions of the game 
planned, because Acclaim is 'tatting the water' 
with the AS/600 game. However, rt it sell* well, 
never know what might happen. 





REVIEW 





When you sign up a world class basketball 
player for a computer game, there's at least 
one thing that's clear cut — the game genre 
you're likely to have. It's obvious innit, it's 
got to be a r er... beat 'em up?!? Hello?! 
Hello!? Matt Broughton investigates. 



Versatile chaps these basket- 
ball players, aren't they? I 
mean, look at OJ Simpson. A 
top ranking basketballer, a perfectly 
accomplished actor, but not satisfied 
with this mundane 
_ ^ lifestyle, he went on 

1 - |jN^"*o become a 
vi^L f perfectly pro- 

ticient murder- 
er. rally driv- 
N er, and skilled jail 
^ x bird (allegedly - 
Legal dept.), 

very similarly at all (who 
a libel suit at this stage of 
the game?), ol' Shaqi baby's got a 
finger in every pie going — music, 
acting, writing, and even a bit of bas- 



Go Kont. . . I* 11 O-OOl /<»J 




Not 
needs 




ketball in his spare time! Now he's 
turned his hand to computer games 
and, relying on his street-wise 
rock 'ard image, the pro- 
grammers have dreamed up 
this strangely familiar format 
of a one-on-one beat 'em up 
bash-type thingy. 

There are three 
choices of play 
— Story Mode, 
Duel Mode or a 
two-player Tourna- 
ment option. In Story 
Mode, you play Shaq — 
dragged into an alternative 
dimension while on a basketball tour 
in India or somewhere (© 1994 Tenu 
ous Links R Us). In this strange new 
Second World. 
Sett Ra, an evil 
sorcerer, ruled 




supreme (©1994 Unoriginal Poppy- 
cock) but bored of blighting people 
in his own world he fancies a bit of 
a blight somewhere else — Earth 
was the lucky candidate. So 
kicking the current 
Pharaoh off the 
throne of Egypt, he 
has a whale of a blight 
until some goody-two- 
shoes called Ahmet 
comes along to spoil his 
fun, wraps him up in 
bandages and banishes him to a 
world ot mummy-dom. 
Understandably 
racked off with 
this, he's gathered 
himself together 
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It has to be said that graphically, 
5haq Fu is a bit of a treat. The back- 
grounds are extremely attractive and 
the sprites themselves, although a 
smaller than your normal beat-'em- 
up, are beautifully animated and 
there are loads of them. Because of 
their diminutive size, they have a 
quirky speed and nimbleness that's 
interesting to watch, and surprisingly 
rewarding to control. I've played the 
Megadrlve version before, and in 
many ways the Amiga version is the 
better of the two, certainly in as 
much as that you can't walk through 
the game beating every opponent 
using just one move (Shaq's throw in 

Easy Story Mode polishes off most rT^nMiTlTlT^ 
opponents on the Amiga, but not 
everyone, and you do have to per- 
form a fair amount of jumping 
around to boot)- The game moves 
along at a fair old pace, and the spe- 
cial moves in the main are imagina- 
tive and fairly easy to execute. 
Overall though, it's not an Instinctive 
game to play; the controls are often 
a tad dodgy and erratic, and it gets 
fairly frustrating when your fighter 
won't move the way you want It to, but 
instead just stands there for a few precious seconds like a 
lemon, nay citrus fruit, as you waggle frantically on the con- 
trols. The most serious drawback of the game, however, 
and the one that has brought the mark down Into the fifties 
from around the mid-seventies where it should have 
belonged, is the complete lack of continuity due to the huge 
amount of disk changes that have to be made. We all know 
this is often a drawback of the Amiga, but having to change 
the disks up to four times between each bout of fighting is 
completely unacceptable, and the ruination of what could 
have been a nice little beat-'em-up. The game just doesn't 
seem worthy of six full disks, and data organisation is 
appalling. Even with an additional external drive, you'll be 
in for a long night if you choose to buy this. Shame shame 
shame and er... shame. 



There are no plant to produce a special A1200 
version. However, a CD32 chap will be released, 
although It won't have any enhancements (what 
a waste) costing £27.99. and might actually be 
worth a go because the crappy disk swapping 
problem should disappear. 
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ClauK Board Gamai B 99 

CLASSIC COUtCTION ■ OILPMIMl 19.99 



FO H 
199 

6.99 

4*9 

... *99 

10 99 

COM 199 

1099 

l|Jt 

— 19 99 

._ 7299 

- 1199 

1999 
-A9.99 
199 

1.99 

CDM 19 99 

1099 

1099 

CD 1219.99 

1299 

29 99 

11.11 

J*» 

8 99 

-MM 

_J.»t 

12.f» 

_a.M 

AS0OJA120Ox:DM22 99 

~ *•» 

MM 

AS00.A120O2299 

MM 

CDM 1 2 99 

22.fl 

Ml 

I o>2o>) 1099 

— »«• 

MM 

COM 1999 

MM 

10.99 



Grand Pri.l 

Guardian — — 

GunBoal 

GunafUp — — .. 

GUNSHIP 1000 

Gunthip 2000 — 

rl.'in.i B.irl'U /.nni„lii- 

liannlbal _.. 

Hardball 

Hard Drlvin H._ ■ 

Hard NO** - 

Htad ortr Math - 

Heart of China — ~ 

Heimdall 

HtimOall I- — 

Heroounl _. 

Hirjjh SiaM 

High Seal trader 

Hid Street Bluat 

Hill Sir pal Bluat 

Hniory Lm* 1914-11 

Hook 

Hoylai Book of Gen 

Hucktabury HOund 

Hudson Hawk 

Humam \M2.~..,.~ 

IK e _ 

Immomal _ 

kmmm MkaSan 2024 AmHlM0ifl.n 

Inddna (onai ■ Lait C/u«de Anion Gam* 7.99 
ind-na lonei UH Ouiada Adventure 12 99 
kHMnalonn At lentil Adventure 2499 

etdiana Jonei • AlUnm Anion- 8 99 

ManapohtSOO , = . WJJI 

•ilamoTZ _ £032 19 99 

alUliai ' 1 Strategy Game* — 19 99 

kwnitlanal Opar Gr: i ChairaHonihta n n 

iniemanorul Senv*ie Soc<ar CDM 1699 

hha. 1 - - AI20O26 99 



LLFCAS ARTS 19.19 

- 10.99 

ASOOVA1200 19.99 

11.11 

. 10.99 

:.ii.n 

_ _ 22 99 

_ 22 99 

20 99 

_17.t» 

—1711 

17.M 

12M 

_ _ 22 91 

12*1 

1099 

22 99 

CD 12)1 99 

22 99 
22 99 

DAWN PATRCN _ AWO/A1IO022 99 

Delui* Paint 4 S4 99 

Oermii B Gnalhaf _ _ .... 1*>99 

DaUoet AS0O/AI2CO Ii 99 

Oemomaniel — . — -- 17 ** 

Deep Con. _ _ COM 19 99 

DeiertSMrk* 12 99 

Dtno Oate<Ir.» Agency _ _^-.-12.l» 

Dupo-We Hero _„.„ COM 1299 

HtJMNH B.gS 1 - CDM 17 99 

Dogfight . in — — 1 2.91 

Dragon Niraa....- - - 699 

Dragomiona _JII200/CDM2/ 99 

Oftl AMWIB AWOVA 120027 99 

Dune - - 1799 



CLASSIC COU.ICTION 

Ckx k wHar .... — - 

eiua FOOTBAU — 

Cohrxt 2 — ,-— 

Cokmali Beooeit 

Combat ClaMttt I._ - - 

Combat Cla«ia J__ 

Complete (heil — — — 

Cool Spot - _ 

Covrw Spa* ahead — — 

O.H lor AMOS 

Craih Dummiei — — . 

uha For A CorpM 

yital Dragon _____ 

Curte of lncliant«a... _ 

Cybarconl 

C 1 bar ipaca — .... 

C)berwa> — — 

D Oay Beginnina Of The f nd 

DOA» OVtKLOFlO 

O Generation — . 



NMrl 

Ivanhoe _ 

Mick Nn Hem Golf - 

lack The BWpar 

lamet Pord - 

tamei Pond Compiladon 
Jamct Pond 2 ■ Bobocod 

lamai Pond J ______ 

Jaguar XJ220 

let Stnka ■ — . 

XT st m. i 

limm, Whue'i Srv-oLer 



DUNK 2 

I. ,,. |. M.n'i' • ' ii., ., 

Dungeon Mailer 1 

OynablMter 

»„, AMOS 



, 12 99 

_ _ - 1999 

*S0O-A 120072 99 

_ 19 99 

29 99 



22 99 

Ml 

Ml 

___-._7.ll 

, MM 

AI2O0 19 99 

COM B 99 
A1200/C0M 19 99 

MM 

A1JO0 19 99 
..A5MFC012 17.99 

— 17.99 

limmy Cor*>ori Great Count 2 — 8 99 

lohn Berrwi European Football "99 

John Barnel European Football CDM 9 99 

lohn Uadden Football- . - 1099 

1UNGLE BOOK A120019 99 

Jungle Stnka — ... — I ' 99 

AjnSe strata A12«VCOM ia 99 

-240 Utopia 2 ASWKD12 19 99 

KG! '7 99 

KICK OfF ) lUIIOIHJAN C HALL INGE 16.99 

KICK OFF 1 EUROPEAN CHAUENGl AI2001l.il 
KICK OFF 1 EUFtOPEAN CHALLENGE ... CD1222.99 

Kidtnao, A12007CDM 19 99 

Kid ChaOl 1'99 

Kid Pi* -— 10 99 

Kid* Rule OK 17 99 

King Pin ..,.___ _ — 10.19 

32 Fm _ _ COM 1299 

Kings OuaH 1 or 2 or 1 or 4 — _ — 12J* 

«.ng> Ouetl 6 ASOO7AI2O022.il 
ABnanay-— — 22 99 

KNIGHTS OF THE SKV 10.99 

Kiutry'i Super Funhouia 17 99 

l«t Nln|a 2 — - 6 99 

legaiy of Soraill >'*9 

lega.,ol Soratil CDM 17 99 

lege".! oi Kot-n Hood— — - H 99 

Uoiraoi o. Vaaoua — _ 12. 99 

lanura Suit Larry 1 or 2 or J ..- — __ 17 99 

Eemminai 1 , r _ i i — CDM. 19 99 

Lerr»n->g. Double Pack 19 99 

LEMMINGS) 19 99 

Lethal W*aPOn 899 

Linkt • The Challenge Of Golf - — 12 99 

lionheart - - COM 1499 

UON KING _ A120019 99 

LII1L DIVK COJ219.I9 

Umbttd "AC Ba-v .._*JJ 

Loom _ — _ _ _ 12 99 

UVA Of OMO* _________ MM 



lordi of the Be*-» AS0O/A12O022 99 
kOST l in -i - - COM22 99 

Lou V-inn _______ — CDM. 11.19 

Lotui turbo Trilogy CDM.77 99 

L OVERS GUIDE CD1219.99 

lure Of The Temptra- 12 99 

Ml Tank Platoon — — nM 

Magiciam CatU*.. — 19 99 

Manhunter "New York" — "99 

Uanhunier 'San Framiwo* _ ___ 12 99 

Man-*. Maniiona. — 1*5? 

Man Utd Pram League Champ) ASOOTCOM 19 99 
Man Utd Prem leag Champi Data Da* B 99 
Marvtm Marwllout Ad. A120OCD1J19 99 

Mailer AW - _.. .CDM 19 99 

Mailer Aw AWO-AGOO-A WOOI 7 ->9 

Mean IS —_..._-_ _ B 99 

Megaiace — _ CDM. 22 99 

Meiiengr-i OI Doom 1999 

M k rmotm — — CD 12 .21.99 

Mioo Machioaf__ „ '7 99 

M><lr»g>it FLnnlaiHa —._■■_— — 6 99 

MldaiCrbK _ __ - 10-H 

Mid«>ntar 2 __ _ _ »M 

MlG 29 lukrum 10 99 

Mighty MA. _ _ _ A 1700 IB 99 

MghWMa. A600,CDMW99 

M.filary Maiterpierat 19 99 

M-n< OtftOB . __...___ 29 99 

Mooobaw _— M 99 

Moonwalkar ___ 6 99 

Monopoly _., 1MB 

BlrnivZ - COM..**! 

Mo"ai Kara bat -_■■—. 20 99 

Mr Blobby.- ASOOitDM U 99 

Mr Nutl _ 

Mulani league Hotkey AS0O/A1200I ' 99 

r_«oPr*i.a _ — . __ S99 

Nav, Mo vet ' — 6 99 

Ne* Zealand Slory 6 99 

NHL Hn,«e, n JkSOO-CDM 27 99 

nMkFaado'iGoH — CDM.22 99 

Nigel Mamelh World Champ CDM 19 99 

Nighibreed — ■ 6 99 

Night Shift — 10 99 

Omar Shaft Bridge ___...».f» 

On Tha Ball World Cup Id 19 99 

On The Ball World Cup Ed A1200 77 99 

u. I . H * i r * . i i lo — 19 99 

Or Tret Ban L..m- to A 120022 99 

Operaton Harnat 8 99 

Operation Stealth ___... i i i 8 99 

C-*nU( Game*.— 8 99 

Outrun Europa 8 99 

Oiordm* _ — — i B 99 

Patrician— __ __ 22 99 

Paraiol Stan ____..__ 8 99 

Per_el-»n 1999 

PGA Euro Tour AS0&A120OKD17 IB 99 

PGA lour Go" _._ — 12-W 

fVtionar, - _ _ 6 99 

PINIALl DREAMS ft FANIASIIS 22.99 

P-ball Fantatie*. A1200 19 99 

P.nbell Faniaues COM 24 99 

PirWail Mag« _- - --M M 

Piratet _ 10 99 

PVatat aou (912. ll.lt 

Pi«». ._ _ _ COM 19 99 

Pir*ie__ - - - AS0OA12OO17 99 

Pltf ightar — - ■ S 99 

Pbda a f>»ia — — - 899 

Planet Football-... — AIIO0.CD12 22 99 

Polka Ouart Unl '2 99 

Populous I Promned landi — 12 99 

**-_<**. tut 

Po<tman Pat . 6 99 

Poatman'at I — _MI 

F\.«e<dri»a *SCO/A60Q<D17 19 99 

lAaara rh ou- .— 22.99 

Powvrmonger 8 DaU D«k __ 17 99 

FVetr-ara — _ COM 1299 

Prerrwer Manager 7 — — — 7 99 

PREMIER MANAGER 1 A SOOTA 1200 17.99 

Prima Morar , ~_ tftN 

Prirne 0* Penia . 6 99 

Prc-attK - - 10 99 

ProeK' Xj» 17 Challang* - CDM 1 ' 99 , 

Pro Tenmi Tour.— — 6.99 

Prolrnnit Tout 2 - IConnori Great Court*... 199 

fL^Oly - - 19 99 

Puihovei — — — - B »* 

Putty __...__ Ml 

Putty Squad AI2O0/CD12 t9 99 

Puiinit ... — — — M9 

Owak Ill 

Ov.afAJ.en Breed _ CD121799 

Ouait For Glory 1 0> — — 1"* 

Railroad Tycoon 12 99 

Rainbow hUndl 6 99 

Hambol — . 6 99 

RBI Baieball 2 6.99 

Rea<h tor Tha Skiet 12 99 

Realm* __...— 10.99 

Mad Heat - _ _ 6 *» 

Reunion _ — _..>SO0/A6WAI70O_2.lt 

Rick Danger out.. — „ — — 6 99 

Ri«k Dengerou.2 ..J J I 

R>ngi Of Medina GoM._ _ — _ 19 99 

RISE OF THE ROBOTS „_„.-... .25.99 

RISE OF THE ROBOTS .._ A120027.99 

RISE OF THE ROBOTS CDJ777 99 

R*l, Wood* , i -.ii ■■■ >0 99 

Road Rath . 10 99 

Rob«op2 _~ 699 

ftobocop 1 ... — —_...— 1 0 99 

Robimont Reauien. _t_O*A120O2; 99 

RUGBY LEAGUE COACH 19.99 

Rule* Of (ngag*rnant I 22 99 

RUM n Tumble _ — — — 1 ' 99 

Run the Gauntlet -- 6 99 

Sabre Team lEnharned) — COM 20 99 

SO Mt 

Second Samurai ASOO/AI20O7CDU 19.99 

SECRET OE MONKEY ISLAND 1 OR 2 12.99 

SENSIBLE GOLf >9 99 

Seniible Sorer international COM. 16 49 

Sen-Me World Of Softer _ 1999 

SENSIBLE SOCCER INTERNATIONAL 1) 99 

Sell ten .. —.._._..._._ 19 99 

hnunta-o. EOC~.e/0_o* E.O-.OT2 ..J2.99 

ShadoAland* , 8 99 

Shag I u !'■•» 

Shuttle Sp—e FhgM Simulator 17 99 

Sitr r a Soccer , , ... 16 99 

Silent ServK* 2 .-..,.___ ' 7 99 

SIM CITY 2000 A120O26 99 

Sim Crty Deluw — 19 99 

Sim Cily*opu»Out - ~ - - 1999 

SimClaiiKi<AnVlilaArily| — 22 99 

Simlile SOO/A 1200 10 99 

Simon The Sorceror 72 99 

Simon The Snrfawor AlJt»<DI7 7* <*9 

SIMON THC SOUCfBOU 2 22 99 

SIMON THE SORCIROft 2 A120CUCD12 26.99 

Sbnpwnt - — — — .899 

>*tm._ - - ASOO/AUOO »»» 



Skeleton Krarr A1200/CDM 77 99 

UkfrpatnU - _ WJt . 

SKIDMARKS UPGRADE 12.99 

a-draail- CDM 1999 

SkiUhm ASOOlCOM 17 99 

Slcepw_-_r.._ _ _ AS007A1200 B99 

SSmOM __...-_CW2 19 99 

Social Team Manager 10 99 

i^^^^=:::\'9U 

i^ 

Spa<e A<aiVmy — — — COM 1799 

Space Cruiade — — — — 8 W 

Spaie Ouait I or 7 or I or 4 17 99 

i?£S£&2 - consa 

Sph t .,<al vVorld*. - AS0OXDMI7 99 

Si ai dmi Special I d W -n-... — 999 

Star TrekT- - *12O0 22 99 

Star Crutarjar — - — ■» 99 

Starlord - 22 99 

fig —- - - — .-fl-'i« 

Stun Runner 6 99 

Muni Car Racer _ 6 99 

S-U.» - -_.. JMJ 

Suburban Commando 

SUBWAR 2050 in-.....— A12O0J7 t% 

SUM AH 20SO CDI219 99 

Super Cart _ — 6 99 

Super Can 2 B 99 

Super Space mvaden _» S « 

Superlrog CDM .1 2 99 

Super League Manage. ASOO-AGAiCDM 19 99 
Super loopi 

Super loop. _ - CDM 19 99 

Super Monaco Grand Pn» sra-fl! 

Super Puny .. — -CDM.12.il 

SUPER STARDUST _A12tXVCOJ7 19 99 

Super**- — , 19 99 

Sup-ernacy .— 10 99 

SyrvKata — 77 99 

T*t.c4l Manager i -j^-.l*. - .< Ur.LII... 1119 
TACTICAL MANAGER 94.9S DATA DISK .10.99 

T*aml7(ollact>onVol_riH'1 1999 

Ten Drrrai — _ 699 

Teit Match Crlckat — '699 

Terminalor 2 ...—...._ 6 99 

Tatm — _ — — — 1 6 99 

T • X A1700 26 99 

T4«JC - - CDM 77 99 

Iheatreol Death 999 

Tha Big t ■ Dbtay ■—_...__...— j CO W . U.M 

The Blue 4 The Grey ... 72 99 

TheClua — — AITOQ/CD^ 1999 

The Garnet _ _ -_ 10 99 

The Greatest Compilation _ 71 99 

The* fatett Hour— 17 99 

The* Ineit Mrurom _...._ _- 9 99 

THE Mt PARK ASOO.A1200J7 99 

Tok. _ _ — 8 99 

Tom U»i SiMitar Fooia.iiASOO A120019 99 

TouGea'2 ASOO/A1200 1799 

TopOaar 2 _ — — CDM is 99 

Total Retail _ — 6 99 

TOWER ASSAULT— JU00/A12O0..1 1 99 

IOWEB ASSAULT CD121999 

Iracon 2 - — — 72 99 

T-api 8 Treawnw _ .AMOCDM 17 99 

Trivial Puruit ...—.....__...— * 99 

Trivial Pursuit Deluaa — CD 17 19 99 

TURBO THAJt 17.99 

U F O _ — - - A12O0 22 99 

UFO CDU 19 99 

ULTIMATE BODY BLOWS CO J2 19.99 

Ultimate Golt ill 

Ultimata Piball Ouett— 19 99 

Uncovered — _ — 1799 

Un-^n* -A5O0XO37 27 99 

Untouchable! — — .. .-Ml 

utop-» _ — UV 

Valhalla ■ Lord Of Infinity ,_ — - .1999 

' Wu,*gei OI Oncc-eiy— _— 19 99 

Vital light AWXKDU 19.99 

Wal« Of Roma M ** 

WMMm — •—-.•*!! 

Wemblei mtemaUor* Sonar CDM 19 99 

Wembley mternairor- Soccer A1700 1799 

W-moie, »-gby laagua ASOO A120017 99 

Whaie, Vo ( ige COM 19 99 

WMe Death 6 99 

Wild dp Soccer AS0OAI7001 '99 

Wild Cap Soaar. — CDM 1999 

WING COMMANDER 11.lt 

Wmier Gold 1? » 

WIlNUI , 1099 

aVtrfcM - - - - — '099 

World Clan Glcket . _ _- C037 19 99 

World Clau leeoerboard B99 
World Cup Golf - C037 29 99 

World Cup USA 94 ___ 1799 

WORLD CUP YEAR '14 19.H 

Worirh at War - 699 

World* Of legend _ - 12 99 

WORLD CUP GOLF CD1219.99 

WW* .- MM 

WW»2 — _ •-» 

Xenon ■ _ _ IW 

2-Out i i -- — *tt 

2ak McKreken 10 99 

ZMWoH _ 1l.tt 

7onked- — . — __ 1t» 

7ool 1012- CDM 1999 



SPECIAL OFFERS 



ADIEnglnh |1 1- 12) or (12-11) or 111 1*1 
ADIFrench (11-12) Or(12 ll)or(l) 14) 

ADlMaih* (II 121 or (12-111 or n2-1aj- 

ADI GCSt Mathv'nglrilvFrench 

AD» Junior Counting MSI or (6-7) 

ADl hinior Reading (4-S) or (6-71 — 

Belle. Spelling 18-10) 

Battar iSthtili- 1*) — — 

Ca«eMaie<812) . 

Count and Add (1-S. 

Fraction Goblirn R>1]1 —.. — — — 

Fun School 7 <-6l or (6 8) Or (B>) _ 

Fun School 4 (U SMS- 71 or (7-111 

Fun School Mathi (T-Ilt 

Fun School FaJrd 4 Create (SO — 

Fun School Spelling 'a- 171 JJ ~ 

Hennetai Book ofSpelh (7 14) 

Hooray lor HEnnctta (S-11) 

juwTnMiiia — - 

Magic Math* (4-S) 

Malhi Oragom 14-13) 

Maihi Mania (8-ia . 

M-ckey-i 17)1 (2-1) ~ 

Mtkey't ABC'* (2-5) 

Mu and Match 0-B ..._—..... — ... 

Noddy * B-j Adveniura OI 

Noddy . Playtime Sal _— 

Picture FtactJom(/-IO)— 

Playic hool ( 1 *( . ___-_—_, _ 

Reasoning With Trotb (S- 12) ...__.. 

Thomai the Tank Engina — ■■_■ ■ 

Thomai the Tank Engina 2 — __.... 

Thomai the Tank (ngine Collection 

Tidy The Houto(6-10) 



Robin Hood (8.1 

Vrooge - A Chrrnma* Carol (B>l 

Spellbound <7 14).— — _ 

The Three Bear. IV 10). 



IBfJl 
_ MMM 



Thomas The Tank Engine 

Wind* The Willo*i<6*) 
Wizard Of Oi _ — 



Ileal 

1PM 

11—1 



JOYSTICKS & 
ACCESSORIES 



loyitKk Entcrnion Cabkt "- ■ 

Joyttx* Y Splrtlat 

Logic ) Delia Bay AuiofirelY1S6 

logic 1 Ouai'o GT Autofrra ITISS 

Logic 10uatiolT1S4 — 

Logic 1 logipad (T160 _ — , _ 

10 Capacity )S" Onk Be. 

40 Capacity IS" Onk Bo-- _ _— 

SO Capacity l.S* OHk ton — 

80 Capacity 1 S' Dnk Bo. 

100 Capacity 1 V D-Ui Bo. 

Analog loylt«k Adaptor^ 

Cheetah t»t 

Cheetah Bug _ ________ 

Ireenheel Slee-ng Wheat __ 

Gravn Advanced Smtch JOyttKk ..— 

Grevit Gome pad ■ — — _ ~ . — 

Movm n' 

MCHaMfllM mi ' ' i "mu 

Gran* Gamepad _ __-.... 

i _rflghtaf — 

Padali __ 

Topitar _ 

Turbo _ 

agnp 2 Aotof.ce MX220 

I Speaker. SI70) 

Scieenbeat Power Supply. — __ 

Sun.on.Slik SlKk 



IN 

S91 

6M 




Al.en Breed 7 
Arabian Knight* 

' Blow* 



Otarnp tr\V p MatM B * 
Chaoi Eng>ne __ 

Combal Air Patrol 

Cool World 

Jack Kiel lain Unlimited 
I NHklaui Oeilgner Clip 

KICK Off 3 

Lemming. 2 The Tribe. 

lolu* Tr-my 

Nick I aVtoi Golf 

Nigeli Manteli-i Champ 

Premier Manage' 2 

SafHlble Soccer 9_<9) 
Shadow Workdi 

SonrrKid 

I'Tn** 00 

WaaVar 

Zoo) - ~ — 

too. 1 , 



__.12.lt 

ASOOfCDM 9 99 

__ 17 99 

A120O17 99 

tJ9 

*tl 

Golf 12.91 

Art Vol 17 9» 

AWA1200^ 99 

„ _ I2.lt 

_ __ 12.lt 

1291 

AS0GAi/oot799 

7.tt 

12.11 

_ AM 

AS00.A12OO 9 99 

..._»5OO'A1J0O9 99 

tn 

9M 

899 

--.-.u •■ I."' i 



PD & Shaieware 



GAMES 

GOO I Dynamite D-k — - _ 

G007Madona Pulllat 

G00J NU. 

G004 Sr-akout Comtruction Krl 

GOOS lag rt man — m i 

GO06 Fruit Panic — ._ 

GO07 A/tec Chaiianga 

GOOB Gnu Cheta _______ 

G009 Si Arlan* __ 

G0l0Meg*b-l 

G01 1 intruder Alan 

GOMArtlllerut __ 

GOD Vector Storm — 

UTILTIES 
U0O7 A Gene family Tree H Meg|i 7S 

U00) TheWorklhop ^ , 

U004 label Deugner ___.. 

U0OS Slideiho« Creator _____ 

UON Addreii Boot - 

U00B Aiiarord* D _ . — ... 

U009 Utile Offlt» - 

U01 1 Autograph — .. ._ 

U01) The Bight Way - 

U014 Panaionic FY- iter Drwat 

U0IS MP Printer M**f 

DO 16 Se*o*ha Printer O-rver 

U018 HP SSOC Prime' Ori— r 

U019 implodei v400 — 

U070 Had Format.— _ — _ 

U07 1 Amiga Beginner. Guide.— — 

U07J Vetter Bench .1 1 _ — 

U07 1 De-Grader SOO 600 1700 

U024 E.lermm B Viru* Killer 

U07S EnqmeeM Kit (At200oniy) 

U07' Fake Memory for A1700 

U078 Action Rrput) for A600_ 

U029 Amiga lutw_l — .. 

U0W ACESDatabau;.- 

U031 Abaea al.ll ~ 

UOM luaf Databaaa 

UODTeit Piu*v4 00 

UOiS Teo Engina 

U018 Number Pad for A600 

OVtR 18'* 
.002 Adull Jigsaw PuH-n 

XO01 Ole Filknger Naughty Cartoon 



l 7S 
121 
129 
i» 
12S 
ITS 
12* 
12S 
121 
1JS 
121 
1 2S 
I 25 



I 2S 
1 21 
.1.21 
121 
121 

m 

1 21 
12S 
121 
121 
12S 
US 
1.21 
IIS 
1.21 
1.2S 
1 21 
1.21 

1 2S 

1 21 
121 

..US 

.<» 

121 

..121 
121 

. 12S 

12S 

12S 
i ?s 



TDK 

tow High 



B_e— mm 

Low High 



Low High 



10 S 99 6 99 199 199 ISO 4 99 

20 II. SO I3S0 7S0 I1S0 6S0 910 

SO 27 SO 12 SO 17 SO 77 SO 16.21 22 SO 

100 S2 S0 42 S0 32 10 12 SO 79 99 47 SO 

RECYCLED DVDD Low Dentil. 
10 « 7 99 20 • S SO 10 #12 SO 100 • 22 SO 



E V I E W 



0 



Mr Blobby? Mr Pants more like! Matt 
Broughton finds out exactly why 
Millennium wasn't planning to let any 
magazine review this "perfect gift 
opportunity. Tish and humbug! 




To suggest that soft- 
ware companies are 
sometimes a bit trans- 
parent is an understatement- 
M*cn they're bringing out an 
pwmoui title with severa 
pkm i of development behind 
«. they're ringing you up, pre- 
tending to be your best mate, 
and trying to blague as many 
pages of coverage out of you as 
"-."-•anly possible. Should they, how- 
r. happen to be publishing a piece 
poo, they'll go all quiet, and 




You can actually choose to play as 
any one of the Blobby family; Mr 
Blobby (blobby blobby! Aha ha), Mrs 
Blobby (blobby blobby! Aha ha), or 
baby Blobby (ate). It's nothing more 



before you know it, a game has than having three lives that look dlf- 
acpeared in the shops that you've b "* does *dd to the mirth. 

not seen for review. Funny that, eh? f "* ™°S™' p, " ,er , wou ' d yo "' d L oc - 

' ' tor? I believe my waters have broken. 
Ts as though they somehow 'had a 

•eeling' that you were going to mur- platform version of Amldar. 
3e» it while they were hoping people Basically, the colour has been 

Mould just buy it because it hap- stolen from Mr Blobby's world, and 

pened to feature a popular character, it's down to you to return the afore- 



Oh look! I've just received Mr Blobby. 
A^tat a coincidence. 

Yes, though it may seem as 
though I've become Mr Cynic 
; .wmight, with unscrupulous people 
cashing-in and ripping-off hapless 
"embers of the public with what can 
only be described as 'a crap game 
featuring a big fat pink bloke who 
falls over' (hilariously, apparently), I 
can remain silent no longer. 

As far as the Mr Blobby game 
ooes, the said Blobster is surprisingly 
e*ect He only falls over once (his rip- 
-oaring trade mark) and that's during 
•he intro. Other than that, it's really 
nothing more than a cross between 
D'fhe/i In Space (a PD game that 
wees all over this pish) and a sort of 



mentioned hues by walking over the 
bits of land that are grey, thus colour- 
ing them. Wow. 

There are tons of things to pick up 
and either eat for points, or throw at 
bad guys along with Mr B's own sup- 
ply of custard pies (another side-split- 
ting jape). Oh no. Please stop. I've 
ruptured my pancreas. 0 

By collecting and wearing a rather 
attractive pirate's hat, Mr 
Blobby (blobby blobby 
blobby! Aha ha ha!] 
can swim underwa- 
ter. Note the real- 
istic water effect. 

(Er... It's luita 
dark blue screen 
— Harry.). Yes. 
I know. 
Brilliant, eh? 




Well this is the general thing you can expect from Mr Blobby, with lots of 
;**y areas to be walked over, and things to be collected. Pick up an object, 
throw It at a bad guy, and he'll die. Alternatively, make them watch Noel's 
House Party. That should finish them off. 
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Mr Ploppy, Mr Plappy, Mr Crappy, 
and Mr Trousers Goes To The Toilet. 
Yes, all titles that this game could've 
been released under If a certain pink 
rubber-johnny with yellow spots 
hadn't been in there somewhere. 
Though I understand that Mr Blobby 
has become a childrens' favourite, 
why exactly a studio full of adults 
should wet themselves every week on 
Noel's House Party is beyond me. I 
realise that not everyone is into 'alter- 
native comedy' but you'd think that 
most of Benny Hill's audience would 
be dead by now. Anyway, the 
game... First things first — the music 
is awful; nay, atrocious. While playing 
this game, the A600 crashed, and I 
swear that it chose to kill itself rather 
than have to play Mr Blobby. I very 
nearly did the same myself, but Harry 
tempted me back in from the win- 
dowsill with a Mars Bar and a Claudia 
Schlffer calendar. The main problem 
with Mr Blobby is that apart from 
looking horrendous, the game play 
redefines 'repetitive', with no new 
features or ideas being added at 
any point. After two levels, you 
can rest assured that you've seen 
everything the game will ever throw your way, and 
though obviously there are more monsters to 
encounter and different level designs to explore, with 
such 'imaginative' baddies as a shoe, a crab, a ghost, a 
snowflake etc. etc. you're not exactly compelled to view 
these great wonders. The level layouts are also incredibly 
yawn-esque, doing nothing to detract from the boring game 
play. Millennium reckon that Mr Blobby is "...a gift rather 
than a game", but If I found this in my stocking, I'd shove rt 
right back up Santa's... (Snip. Thanks for your valuable 
input, Matt. — Andy) 



[LII5TA1ILITV 



I 46% 



I 1 E I 1 L I 

33% 



A1200 



CD32 



I really can't see a specific version appearing for 
this dreadful game, and I didn't want to phone Mil- 
lennium to check because I'd have to have a really 
embarrassing hypocritical conversation about what 
I thought of the game. Brr! No thanks, mate. 
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After each And every race, you'll be presented with this screen detailing the 
ranous poinls accumulated doling the. er rate (nice sentence Harry) You 
are awarded stonking little medals lor each Roadkill (I just killed eleven — 
not bad eh T ), along with a rather ludicrous amount of money to boot this is 
also a good reminder ol just how Stupid looking you truly are A sorl ol 'Nut 
fall's mirror' il you will 




Before you do anything in Road 
kill you'll need to select a car and a 
driver Each vehicle differs ever so slightly •■• 
performance (or at least I thought so the instructions weren't eaattly 
detailed!) with some cornering faster but having more swing, while uth 
ers are more solid but no' quite so agile I personally preferred 
Cannon and Inlerno. tn tat* you're wondering Incidentally, 
the Cyclone isn't normally this big 
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| THE VERDICT 

Don't be fooled by the lack of com- 
plex gameplay. Road kill is brilliant. 
Though basically nothing more than 
an overhead racing game with brass 
knobs on, it scores 100 percent in the 
atmosphere and overall feel depart- 
ment. To say that the programmers 
have got the 'play against reward' 
ratio just right is an understatement, 
with crowds cheering every slick 
manoeuvre, great widdly-widdly gui- 
tar riffs accompanying every jackpot 
scored, and more missiles and spiked 
walls than Mad Max. Too. The first 
thing that greets you in Roadkill is 
the superb intro, which sets the scene 
for what is easily one of the most 
addictive racing games available. 
Comparisons with Super Cars 2, 
Micro Machines, Nitro and, well, 
every top-down racing game, really, 
are easily made, but Acid is the only 
company which has managed to select 
the finest cuts and added stunning 
sound effects and smart graphics to 
the package. If I had a single concern 
about the game. It 
would have to be how 
long it will take you to see 
all the tracks, but having said that, 
I've been playing it for a week and still I've only seen the 
last few tracks a couple of times — and that was using pass- 
words on Easy mode. One of the other things that separates 
Roadkill from its competitors (am I snogging this game of 
what?) is the quality of the artificial intelligence. It really 
adds a hell of a lot to the game to have some CPU car 
appear from behind, pull up along side, and then smash 
James Bond-style into the side of your car In an attempt 
to ram you into the spiked Kill Zones. They also start to 
use their missiles against you in later levels, but there are 
none of the clumsy random shots we've come to expect 
from CPU players — these are vicious, cunning gits! I 
accept that perhaps not everyone will go mad about a 
simple driving game, but once you get hit by the full effect 
of Roadkill, you can't help but be affected. Blinding game! 





There'll be rvo ASOO or A60O versions, but an 
A1200 jobbie is on its way within the next few 
months, sporting much the same greatness, 
only lacking in the sound effects department 
(which will truly be a shame!) 
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I vr-ryone's under starter's orders, which offers us a ~" - _ 

quiet moment to have a quick look at the general layout 

ol the screen The top left shows your position out of the nine drivers, while 
a missile count appears beneath it whenever you try to fire Ne*1 to this are 
the lap lime records, with cash rewards on offer for anyone able to break the 
best circuit time The top right shows the amount of money and Roadkill 
tokens collected, while the bottom right has a mini map ol the track, to 
scale, complete with flashing dots showing all the active cars The bottom 
left shows the car's revs, speed and gear, plus the damage meter The blue 
boaes show whether any power ups are currently active 
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Andy Nuttall grabs himself a pizza gaming action with 21st Century's oh-so-cute platform 
star and tops everything off with a nice piece of grated mozzarella. ^— 
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Although being a scum-bag 
journalist is by no means a 
cushy way to earn a few 
quid (and few being the operative 
word here), I'd hate to be a pizza 
delivery boy. No, that's not harsh 
enough. I'd rather have twelve inch 
nails rammed into my pupils than 
deliver pizzas for a living. 

Few jobs have as much going 
against them. For a start, you have to 
battle against the nightmare that is 
traffic in the nineties, through hail, 
rain and wind. And then there's the 
business of the adorable dogs who 
turn into nightmare mutts from hell 
at so much of a whiff of cheese and 
tomato. But the worst thing of all 
would be having to deal wilh 
lagered-up slobs, whose guts ensure 
their knees haven't seen the sun in 
years, and whose only reason for 
ordering a pizza is because they're 



too drunk and lazy to open a packet 

of crisps 

So I can kind of sympathise with 
Marvin, who not only has spent years 
putting up with all of the .ibove, but 
now finds himself transported into a 
weird world comprising platforms 
and various strange beings. 

I won't go into why Marv's landed 
himself in this situation as, to be hon- 
est, the plot is so crap, I could have 
written It. Suffice to say. this tom- 
foolery paves the way for some plat- 
forming action the likes of which 
you've seen about a billion times 
before. 

This. I think, ts the first platform 
horse to come from 21st Century's 
stables. So the question is: after a glut 
of pinbatl simulations, can 21st cut 
the mustard in perhaps the most 
over-crowed genre of them all? 
Hmmm... Q 
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Little Marvin's equally at home in his little monochromatic undei 
as he is above it. That It, unless there's a boat floating on the surface, SI 
is ■ sure sign that this particular stretch of H20 is as deadly as. or. a very 
deep pond. Which of course, this is. Except, er, it Isn't. Oh. dear. 
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THE VERDICT 

After the brilliance of Aladdin and 
the sophistication of Ruff 'n' Tumble. 

it comes as quite a shock to find such 
a 'traditional' platformer; one that 
could have been rolled out when the 
Government was harping on about 
going 'Back to Basics' (er. it still Is, 
mate — Andy). Everything about Mar- 
vin smacks of the late eighties. The 
graphics are compact and quite nicely 
animated, but the gameplay packs 
very few punches. The difficulty level I UllKfM 
Is nicely judged, with most competent 
gamers able to progress as far as the 
first password with one go, and the 
ever-helpful text boxes explain clear- 
ly how to tackle each new hazard. 
Nothing moves too quickly, so with a 
bit of careful planning it's easy to get 
quite far without much hassle and the 
relatively small levels help drive the 
action along. Of course, this is fine for 
those who prefer their platformers 
to be uncomplicated affairs, 
where most levels consist of 
nothing more demanding 
than journeying from left 
to right, with very few 
different routes along the 
way. Had Marvin been abso- 
lutely brilliantly designed then this would have 
been perfect, and certainly almost equalled the 
Mario games in terms of pure, unadulterated gam- 
ing fun. Although there are some nice touches here 
and there, for the most part Marvin merely sits In the 
'fun' bracket and never reaches anything higher. Don't think 
for one minute that Marvin is a bad game — it's not. But if 
you're aiming for a mark in the nineties with a game as basic 
as this, the level designs and hidden features need to be 
exceptional, not just good. It is very nicely-priced, though; 
so perhaps better suited to younger viewers, as it were. 
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There's not lo bo a Marvin on the A5/600, young 
sir, but a CD32 version wilt be forthcoming 
soon. Also, you can plug a CD32 Joypad Into an 
A1200 to get bettor control. In lost, why not turn 
to the Updates for a full report of the CD32 not* I 








KENEDA IS THE LEADER OF THE 
CAPSULES. HIS BIKE IS THE ENVV OF ALL . 
KENEDA LEADS THE GANG AGAINST THEIR 
RIVALS THE CLOWNS. 




2019 NEO-TOKYO IS ABOUT TO 

E.X.P.L.O.D.E. 

30 YEARS AFTER WORLD WAR 3. KYOKO A MUTANT CHILD TELLS 
APPROACHING CATACLYSM. 



THE COLONEL STORED CAPSULE 7 WHICH CONTAINS MUTATION 28. 1 
KNOWN AS AKIRA. DEEP BELOW THE OLYMPIC STADIUM AT A 
TEMPERATURE CLOSE TO ABLOLUTE 2ERO. 





KENEDA AND RESISTANCE MEMBER KEI. 
MAKE THEIR WAY THROUGH THE SEWERS 
WHEN THEY ARE ATTACKED BY THE 
MILITARY AND FLYING BIKES. 
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KENEDA MANAGES TO GRAB A BIKE AND 
FLIES AWAY TAKING KEI ON THE BACK. 
THEY MAKE THEIR WAY THROUGH THE 
TUNNELS GUIDED BY KYOKO. WHO HAS 
POSSESED KEI. IN ORDER TO USE HER 
TO FIGHT AGAINST TETSUO 









TAKEN 

RITIES/ 

EDUPO 

LED TH 
\TCHINC i 

TWEEN 
\ AND A 
JTCCW 
JTATE8 

OF AM" 
*JTROL 



TES IN" 
BERYlf 
XLLYOl 
EMUT* 
» AM' 
E THE i 
iTSUO 
EDAM 
"4 THE* 

nuoN 




IMI.KN\IIUN\I ( OMI'I It II I All 1(1 \IWII \l II ll 
HKlDGE HOUSE MERRYWALKS STROUD GLOS TEL: 0I4.M 7$W).1 FAX: 0 1 453 756998 



/ 




Empire leaves the military worlds of heavy machinery and 
light infantry (at last!), and enters the deranged mind of a 
would-be serial killer. Andy Nuttall, faced with Matt and 
Harry, finds he has a lot in common with Ryan. 
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reamweb's got one 
of those very rare 
things in computer 
games, a believable plot. 
I say that, not because 
it could really happen, 
but because the Idea of 
a dreamweb can happily sit 
up there in your imagination 
alongside extra-terrestrials, 
shamans, vampires and 
poltergeists. A long and cine- 
matic opening sequence plays 
doom-laden music, like Ennio 
Morricone's score for The 
Thing, while a simply-animated, er , 
animation tells you the plot. 

There's this dreamweb. see, which 
exists somewhere in everybody's 
magination. We all travel there, 
in our dreams, which are con- 
trolled by the 'keepers of the 
dreamweb', seven ordinary 
people who have each been 
assigned a single node of the 
web. Their own strengths and 
weaknesses affect the web. 
which ensures its equilibrium, 
or something. Well, most of 
it's believable, anyway. 

Right, so these seven peo- 
ple are systematically 
bumped off by an evil force, 
which replaces them with 
their own, ungodly sort. And 
you, as an ordinary Joe 
(called Ryan, 
though) are sum- 
moned by the 
monks who 
live amongst 
the, ah, fila- 
ments of 



the Dreamweb. .ip.tr t from bt'ii»t) the titU- of the game obv. i\ the .m-.i 
hvheie people* die.um .in- contiolli'tl tly ihese hooded monk*. Stop laugh- 
ing It*! a story, okay? The Web force from each of the baddies you shoot 
leave* the host body and returns here, and the monks celebrate. 




the web, to assassinate the seven new 
node-keepers who live on earth. They 
have prominent positions in society, 
of course — no self-respecting devil or 
similar anti-Christ is going to assign 
important tasks like keeping nodes to 
any bum they find on the street. No, 
there's a military General, the head of 
a corporation and a rock star, to name 
but three. So getting near them is dif- 
ficult, never mind shooting them too. 

We don't normally mention game 
manuals in reviews, but one of 
Dreamweb'", pair of pamphlets is 
somewhat... special. It's a natty little 
number called 'Diary of a (Mad?) 
Man', the rogue question mark for 
added 'effect' immediately putting 
me on my guard. It's meant to 
account for Ryan's actions up to and 
including the game itself; but where 
there's the possibility of a sub- 
tle and involving insight 
into the mind of a seria 
killer, there's actually 



pages of self-indulgent twaddle, 
reading more like the angst of an 
adolescent American. In amongst 
such bizarre entries as 'The clock 
keeps going round. It won't tell me 
the time. Santa Claus gave a gun to 
me. Let loose the puppies of war. I 
died last night.' There are actually 
some clues about how to play the 
game; so sadly reading the damn 
thing is something of a necessity. 

Thankfully, the game is somewhat 
better. 0 

Below: And here's one of your 
targets, in mid-assassination. Killing 
General Stirling involves finding a TV 
studio, shooting a guard, climbing a 
gantry, fixing a crane and dropping 
this pecking crate on the big man's 
head. You don't get caught 
afterwards, because the monks spirit 
you away, back to the 

Dreamweb. Which 
doesn't half 
annoy the 
police. 
Ha. 
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When the admittedly tiny playing area is packed with even tinier detail, 
it's useful to switch on the Zoom mode. This gives you a little real-time 
magnified view in the bottom left, enabling you to not exactly see more, 
but at least you don't have to squint at the screen as much. Useful for the 
more, ah, intimate views. Your honour. 



You begin the adventure in 
your girlfriend's flat. 
She's called Eden, and 
typically for this 
k game, she's lying 
naked In bed. 
There's also the 
odd sex scene 
here and there, 
but don't be 
expecting 
much in the 
way of fanciful 
titration; this 
Isn't porn — It's 
_ too microscopic 
for that. But be 
careful if kids are 
playing, anyway. 
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Right: 
In addi- 
tion to 

bumping off the 
seven nasties in a similarly 
nasty manner, there are a 
few extra-curricular assassi- 
nations which need carry- 
ing out. This 5B-year old 
security guard, for example, 
was trying to stop you 
entering the TV studio and 
dropping a crate on General 
Stirling. Git. I found his age. 
incidentally, by reading the 
Newsnet broadcast on the 
terminal in my flat. As you 
murder more people, the 
more sickened the virtual 
tabloids become. 
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First, a bombshell. The structure of 
Oreamweb is similar to Gremlin's 
Plan 9 From Outer Space. The com- 
parison Is a little unfair, because 
Empire's game is much, much better 
— however, the idea that finding 
clues and solving puzzles not only 
opens up more of the adventure, but 
also adds to your list of 'visitable' 
locations is a strong part of the 
theme. Unlike Plan 9's mysterious 
taxi driver, though, there's no travel- | CJtHFHICS 
ling as such, simply a range of icons 
which you can scroll across, clicking 
on the place which takes your fancy. I 5 D 11 ft D 
This is meant to take away any possi- 
ble tedium of walking to-and-fro, but 
personally I'd quite like a bit of I lLAYAlILITY 
exploring — especially the first time 
around. There are really very few bad 
points for us to chat about, though; 
the small playing area, and the flue* 
tuation between bllndingly obvious 
and almost invisible clues pale into 
near-insignificance when the whole 
game fs strung together. The film 
soundtrack-style music is mainly 
responsible for this. Sampled sound 
effects accompany doors opening and 
guns firing, and despite the limited interac- 
tion between Ryan and the other characters the atmosphere 
is extraordinarily cinematic. In all honesty, though, I exper- 
imented by turning the sound off for half-an-hour or so, 
and my Interest level In playing the game waned. Without 
the atmospherics there's not enough depth of either game- 
play or characters in Dreamweb to hold your attention for 
long periods of time. So make sure you have the volume 
pumped up when you play. The red herring element is off- 
putting at first; the impulse to pick up items soon fills your 
meagre inventory with unnecessary tat — so it's important 
to discard what you don't need. Empire deserves to be 
given credit for moving away from the usual point and click 
adventures, because it has created a game which will not 
only appeal to adventure gamers, but also to film buffs, 
longing for a real piece of 'interactive fiction'. 



A CD 32 'talkie' version of Drvamweb should 
appear soon, because the PC CD-ROM version Is 
already out. The A5/600 version will be out by the 
time you read this, replete with. er. slightly fewer 
colours. 








Below: This is just one of the many 
sub-game* Here you have to beat 
your opponents around lour laps of a 
track, collecting your coloured tokens 
as you go. Good fun! 



Matt Broughton once 
bungy jumped 200 
feet off a collapsed 
viaduct in Normandy. 
What an idiot. Still, at 
least it gives us a rea- 
son to chuck him Rasputin's latest. 





ase Jumping is. apparently, 
the latest craze. Too trouser- 
lilling to be endorsed by the 
Dangerous Sports Clubs Association, 
but embraced by the East Beckinsdale 
Pigeon Fanciers Association. Base 
Jumping involves climbing up very 
tall buildings, aerials, bridges, cliffs 
etc. and then throwing your 
self off. You 
then race your 
opponents to the 
ground, trying to knock 
them into obstructions, 
while being the last to pull 
his chute open (i.e. the first to land). 
As you might imagine, a spade is 
standard equipment. 

Base Jumpers the game is split 
into two main sections; the climb, 
and the jump. As you climb the inside 
of the building or tower you must 
get past a number of guards (which 
appear graphically relevant to the 
theme of that particular level) 
and avoid the usual force 
fields, bombs, flying 
arrows, and a whole 
host of other nasty 




obstacles. 

Standard platform fodder is all 
around, with switches to be switched, 
springs to be sprung, and magnets to 
be, er... dragged along by. As you 
jump on the heads of enemies or 
explode bombs, single letters appear 
and fall down 
the screen. Col- 
lect a letter and it 
appears in a box on 
your status panel, gradu- 
ally creating a three letter 
word. Compose a word th.n 
makes some sense and you'll be 
rewarded with a points bonus or a 
sub-game. These sub games can be 
anything from a four player break-out 
style affair, to a game of pong, or 
even a silly shoot-'em-up. 

The single player game Is moved 
along by an ever-rising screen, and 
points or lives will be lost should it 
catch up with you. In a two, three, or 
four player game, it's first to 
the top time, n«t to men- 
tion time to crowd 
round the keyboard 
methinks! %m 



Standard platform items ahoy! You've got your squashed guard, your 
bonus 'R', your broken glass, ladders, deadly arrows, killer magnets, and. 
er... that sort of thing. Everywhere. 
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arc a number of things to 
Iso Iin Jumper* on, but also a 
Ir bundle Or things to, er, not. 8a\s« 
Is j typical Rasputin produc- 
tion. In that hVs packed with original- 
, but clouded by a fairly primitive 
•ut still attractive) presentation, 
vlously. being a ietstrlke fan, I 
them enough to devote a cou- 
le of days to finding the hidd< 
payability, but that's sort of whei 
the game falls down. Though 8J is a 
quirky little game, It's also a bloody 
frustrating one, and to be really hon- 
est, I played it for an entire evening 
*nd still couldn't get past the 
level. Now I'm not exactly a 
games player, but there are often so 
many things being chucked at you, 
that you never get to enjoy the level 
designs because you're wetting your- 
self as the screen rises after you. The 
multi-player games only add to this 
problem, as you tend to be more 
Interested In beating your opponent 
than exploring or looking out for 
bonuses. The bonus letters Idea Is a 
very nice one, and reminds me of the 
spell mixing in Wis V Us, with a 
plethora of combinations to be found. The 
sub games are also an excellent addition, as are the actual 
jumping bits, and the graphic effects that accompany the 
letter bonuses (and don't think I didn't notice the "Drop the 
bomb, drop the bomb" referencel) My real worry is that no 
one will give BJ enough time to see all of the bits and bobs 
in there, and It's certainly one to play once you've got some 
cheat code*. With an infinite lives cheat, I managed to com- 
platr the game In about half an hour, which is a bit worry- 
ing, but considering the difficulty level, I can't see anyone 
finishing this legitimately for a long while. A quirky offer- 
ing, but not quite hitting the mark. 

I There are no plans for an A1200-spe<mc version, 
I but a CD32 lad is in production and will feature 
new levers, plus loos of graphical treats- Fingers 
crossed for some greet tunes. "Climb the stairs, 
climb the stairs — climb the stairs..." perhaps? 
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Amiga Action - Accolade.. 

Payability oozes Irom every pore ol the 
game, the others had heller watch out. 
there s a new kid on the block ". . . "An 
excellent, excellent lootball game". 

CU Amiga ScreenStar Gold award 
"The best lootball action game ever"... "The 
mighty Sensi is beaten at last"... "The game 
really excels in the graphics 
department ". . . "Tremendously playable ". 





'if you thought it was all over.... 




Black Legend Software. 
Ing Mill Bam. Fulling Mill lane. * 
rtlordshire. AL6 9HP. Tel: 0438 840003 
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REVIEW 




When you get a run of 
games on the scale of Lem- 
mings, the announcement 
of the next in a long line comes as 
less of a surprise and more of an 
expectation for games reviewers. It's 
difficult to think of a game which has 
spawned so many sequels: after Lem- 
mings there came Christmas Lem- 
mings, Lemmings 2, and the all-new 
Holiday Lemmings. With, ahem, all 32 
levels from last year's Christmas Lem- 
mings, plus another 32, just in case 
you bought the game last year. 

And people do buy them, loo. A 
year ago for so) I remember hearing 
a report which suggested that 1 1 m^ 
lion people worldwide had a copy of 
Lemmings, That's 1 million buyers, 
and 10 million pirates. The sequels 
have all been there or thereabouts, 
suggesting a possible contender for 
the biggest game in the world. But. 
until now, virtually all the games 
(with the exception of Lemmings 2) 
have been based around similar 

^hMMMMMlai^ifflrrhi" ana " tne 



immediately noticeable thing is that 
the little Lems themselves are now 
slightly larger — or, as Psygnosis 
points out, they're actually slightly 
nearer to you than their Lems 1 and 2 
counterparts. This basically means 
that DMA has been able to add more 
detail into the once-tiny rodents, giv- 
ing them slightly more realistic cloth- 
ing as well as better, smoother ani- 
mation. So now it's easier to see why 
the Lemmings 3 monicker disap- 
peared pretty sharpish. 

But the major difference is in the 
range of tools and abilities you can 
give to the little ones. There are no 
longer a certain number of jumpers, 
blockers and the others parading as 
icons at the bottom of the screen. 
Now there are just five commands: 
walk, block, jump, use and drop. The 
latter two apply to tools which the 
Lemmings can pick up at strategic 
points on each level; like spades, for 
digging tunnels; bombs, to blow 
holes in the landscape; or bridging 
blocks la h.iilH «/Alk 



The new 'close-up' Lems (Psygnosis swears that they're no different, just 
I nearer the camera) are so much better than the original. Pah! to those 
! who say that the cuteness is lost because of the higher detail — these 
I lovies are really nicely animated, and are packed wixh cuteness. Just 

watch the way the Shndow terns creep. Oh, l"nt sorry, you can't. t*i 






Yes, Lemmings enthusiasts the world over will welcome the retur 
ror-imagc levels. That's where one half of the screen mirrors the other, includ- 
ing the little trap door which releases the small, furry rodents. Some people 
reckon they're easy, I think they're damned difficult. What do you think? 



Many of the levels you'll come across contain 
one or more trapped Lem, who's not part of your 
original band of 10. Vou can use them like normal, 
^L^and if you free one, he will happily join your 

v party. However, on levels such as this one, the 
\ main band gets stuck, and you need to use the 
54 I "apparently' trapped ones to help them. Ahhh. 





Out of all the new tools, the Sucker is far and away the best 
example of the excellent animations in Lemmings 3- Click on the 
sucker icon, and your little blokey will fling himself at the near- 
est wall or ceiling with gusto, and begin pin-wheeling his arms to 
climb or swing across obstacles. 
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LEMMING 
PAINTBOX 

The main difference between this 
Lemmings and the previous incarna- 
tions fs In how the Lems use their 
tools. This means that the designers 
have been able to simplify the con- 
trots so much that even a Lemmings 
dim-wit like me can use them. 
Well... almost. This is a typical 
example of a new screen — looks 
like a kiddies paint box program, 
doesn't M 

1. WALK 

Turns a Lem around, or makes a 
blocker walk again. 



2. BLOCK 

Changes a Lam into a Blocker, 
stopping other Lems from pass- 
ing. 



3. UMP 

Makes a Lemming jump over an 
obstacle. 



4. USE 

The main option. Any tool a Lem 
picks up will be displayed here. 
Cycle through the tools with the 
right button, and click on the 
required one to highlight the 
Lemming in possession, who then 
turns red. 




5. DROP 

Drops the current tools, leaving 
the Lem free to pick up other 
things. 



7. ZING 

Fast forward, making tedious, 
menial walking a Benny Hill-style 
romp. 



L 



8. PAWS 

Stops the action for a moment, 
allowing you to scroll around the 
level to look for inspiration. And, 
of course, it's called 'Paws' 
instead of 'Pause', amusingly. 





The Map screen gives acceit^HH(ve£ f%ssSHH* °* which is Shadow 
Island. As you complete eaehoMne 30 levelsoneaeh island, a little join-the 
dots line appears to take you to the next. This way you can skip back to any 
level which you didn't do so well at. 
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Something which blights Lemmings 3 is that some 
of the levels are just too difficult. At least, for me 
they are — but I'm man enough to realise that 
there arc some temmJngs-mad people out there 
who could complete this without batting an eye- 
lid. They just (all straight down a hole! How do 
you stop them? I don't know! Help! 



The new-look pick-up tools might seem a little I 
dly to Lemmings vets {that's veterans, of courst 
not...) but once you get used to them they're a< 
ally really nice to use. Also, they can provide loi 
of clues to the solution of the level, because yo 
can follow their trail and find exactly where th* 
can be used. 





A1200 



THE VERDICT 

Personally, I reckon that the new 
close-up Lems are far higher up on 
the cute-ometer than the old-style 
ones, but that is only me — I'm sure 
thousands of you will be upset that 
the tiny green-haired 4-colour bunch 
of pixels have 'grown up' at last. Sure, 
there's a lot to be said for simplicity, 
but these chaps are bigger, they wear 
better clothes, and they're more nice- 
ly animated. I admit that I find some 
of the levels ludicrously hard, requir- 
ing a quick 'plate-balancing' act to 
keep lots of the Lemmings both alive 
and doing something at the same 
time. The actual structure of the 
game is much the same as 
before; so you can hit pause 1 FLRVBBILITY 



Pu6Witr- Psygnosis 
Developer; 
DMA Design 



£29.99 Out Now 
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LA5TRBILITY 



The sighting of the first three Lemmings tribes, aboard the ship which takes 
them to their respective Islands. The Shadow Lem reclines on the side, ready 
to fall out at a moment's notice, the Classic sits and keeps a watch out for, 
er. Islands, while the Egyptian... well, I'm not too sure what he's doing, but 
I'm sure It's something pretty smashing. 





and scroll around the larger 
levels to have a look what's 
V going on. To be honest, though, 
never found Lemmings 1 or 2 
particularly easy or comfortable to 
control; so this all-new control system 
with a small number of huge icons 
that are easy to hit with the mouse 
are right up my fenetre, as Matt 
would say. But there is one thing that 
really bugs me, and this is pretty serious 
For a reason known only to Psygnosis (called 
Ka-shin, though, I believe), there are now only three Lem- 
mings tribes instead of 12. Actually, that's not quite true; 
there are 12 tribes, but only three show up in this game. You 
see, Psygnosis is intending to bring out another three 
updates to this game, starring the Highland, the Future and 
the Sports tribes we know and love. To me this seems like a 
bit of a con, but to counter it there are 30 levels in each 
tribe. So, it depends on how much you love the variety of 12 
different tribes — I rather liked it, and so I find the three 
here a bit limiting. But the music's jolly, the graphics are 
colourful, the majority of the levels are well-designed, and 
the whole caboodle's a joy to play. I don't know how much 
Psygnosis is planning to charge for the next three Lemmings 
outings, though, because if they're all going to be at full- 
price I can't see me being this enthusiastic next time around. 



* * • * 



Hang on... what's this? Just as you hit Pause at the beginning. and take a 
^ quick butcher's around the level, the first old curiosity is how to get 
^""V through the huge wooden plonk that's balanced across Ihe ravine. 8ut 
/ \ wait, because as the little blighters walk on it, it disappears) Ah, but 

I 56 I there '* lne hu 9" wa " lo 9* 1 ,hrou 9 h -" w,,h "° *P- ld ''* Doh! 
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At the time of writing, the decision about specif- 
ic AS/600 and C032 versions of Lemmings 3 
hasn't been made. However, a CD32 version is 




A5/600 


pretty likely, apparently. 



ENEMY UNKNOWN 



COMMAND EARTH'S FORCES AGAINST THE ALIEN TERROR 






'This is the best game 
I've ever seen" 97% 

COMPUTER GAME REVIEW 

1999. You are in control of XCom; charged by 
the world's leaders to strike at the alien menace 
that's terrorising the Earth. 

At first, you'll scan, track and shoot 
down the slower UFOs, but that will just be the 
beginning. Whenever a UFO crashes, or lands, 
you must be there; leading a squad of armed 
soldiers from building to building, from street to 
street, using all your tactical skills to 
capture or destroy the aliens. 

If you succeed in your first missions, your 
scientists and engineers will copy the 
alien technology to create more 
powerful weapons and craft for your 
forces to use. Gradually, you'll build up a 
terrifying picture of this Unknown Enemy, 
and their real aims and desires, then you'll 
have to work out a strategy to stop them. 

One thing is certain - it won't be easy! 

IBM PC screenshots shown. Actual screens may vary 
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REVIEW 





When MicroProse announced it had a game with 
whales in it, Andy Nuttall jumped at the chance to 
return to the land of his fathers. Sadly, all he got was 

a bit wet. Ter. 



There's a story by Isaac Asfmov 
about these people who live 
underground. Not because 
they want to. but because they don't 
know any different. The surface of 
the Earth had been ravaged by holo- 
caust, you see. and genera- 
tions before the ancestors of 
the race had made their way 
down below. 

Then some of their descendants, 
curious explorer-types, found a dis- 
used lift shaft. After decades under- 
ground, the race finally made It to 
the surface, and found a new and 
prospering planet which had healed 
its wounds. And, um, that's where 
my memory fails me. because I can't 
remember what happens after that. 
But you get the gist. 

My point is. Subwar follows a sim- 
ilar story. The Earth's surface has 
been ravaged by holocaust, etc, 
but instead of going 
underground, the 
world's giant cor- 
porations and 
business syndi- 
cates built huge 
underwater bases in 
which to survive. Of course, 
the more corrupt among them 
became the most powerful, and 
because by its nature the ocean hides 
yer naughty underwater activities, 
they found it easy to traffic contra- 
band and move in mysterious ways 
without any fear of the law. 

But of course, the law's still there. 
And while it's difficult to police the 
underwater channels, because you 
can't see further than a few feet in 
front of your face, there's an easy 
way for them to pass the buck: get 






Er, Mayday! This Is a 
training mission, believe 
It or not. which is sim- 
ply to kill off a bunch of 
robot drones floating 
around my base station. 
But even this supposed- 
ly simple task is littered 
with difficul- 
ties. Mainly, 
ah. driving 
your subma- 
rine for long 
periods on accelerated 
time, without looking 
where you're going. 

you to do it. Piloting one 
of several submarines, 
each with different bat- 
tling, spying and cargo- 
carrying capabilities, 12 
goody-goody missions 
must be completed in 
succession. They cover a 

variety of baddy-smash- 
ing adventures, but 
each features an over- 
riding conservation 
issue; for instance, 
there's one where you 
have to free a school of 
- whales trapped in a 
mine-infested farm. 
Er, right on. 
Although on (or should 
that be under?) the face of it Subwar 
is another flight-sim. MicroProse has 
explored the sub-aqua idea and come 
up with missions which are believ- 
able, and which, rather trendify, make 
you feel good about yourself. Man. 
Personally I found it more engrossing 
than most flight-slms, because at last 
there's some alternative to the us ver- 
sus Jerry dog-fight scenario. C> 

There's qurte an extensive range of 
toys to play with in Subwar. except I 
can never seem to get anything but 
torpedoes, rockets and decoys. Still, 
torpedoes are fun. As you move 
k on to the other missions, 

though, you're assigned 
different subs — and ot 
course, with the new 
B sub* come... new 

weapons i Hurrah! 




The Mission Control screen gives you access to all the menus at the start of 
each mission. The little guys operate their respective consoles (apparently), 
bringing up screens offering you different subs, weapons and, er, all that. 
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REVIEW 



ie 'bio'-type thingies are actually sperm whales, but the HUD computer 
recognises them as living lite forms — hence the 'bio' monicker. Oh, 
. I'm going to have to make some sort of Welsh joke before 
In... Erm, Whales forever? 




ink), a 
tween 
d 

ig gits 
■d to 

*y 

the 
rted 




enemy sub or a 
come MlA. If you should, 



l-Je have rec*p'*d t--. r H, ( > .^.n j., 
has been captured by t JJte enemy 
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SI 79% 



To put it simply, Subwar is a flight- 
sim underwater; or a 'slnk-sim', if you 
like. That means ft gets around the 
usual flight-sim quirks of slow frame 
rates and such-like simply because the 
sub moves incredibly slowly. As sub- 
marines do, of course. So anyway, 
because people are expecting a slow 
game, MkroProse has gone to town 
with the graphics, Including Gouraud 
shading on the sea-bed and the ther- 
mal layers, making quite an effective 
change to the usual flight-sim polygon 
graphics we've come to know and, 
well, hate. The missions are clear and 
believable, and the added Green- 
peace-style 'save the environment' 
messages give It an edge — because 
even though you're not actually sav- 
ing the little whales, the atmosphere 
In the game makes you believe that 
you are. Subwar isn't far from being 
a classic; but there are certain prob- 
lems which mar the gameplay enough 
to knock it down a peg or two. If any- 
thing, it's a bit too slow: despite the 
accelerated time feature, piloting the 
submarine can become tedious, espe- 
cially on longer missions. But the most 
obvious limitation is the sound: stirring in- 
game music and a low whooshing as you steer the sub 
around are just not enough. No, we want a sonar 'blips' 
noise, like out of Voyage to the Bottom of The Sea. 
On the plus side, Subwar is the first 3D simulation I've 
actually preferred to play with a joystick. In fact, the 
controls as a whole are well-designed; lots of keys for dif- 
ferent viewing angles and all that, while the joystick 
mops up the majority of the work. Incidentally, I wonder 
what happened to those nice keyboard overlays you used 
to get with MkroProse games, like Ml, because they were 
great. Crikey. Quite frankly, I'm having trouble finding things 
to write about Subwar, because It's... well, boring, really. 
No that's not fair; more, relaxing, like a long, hot soak In 
Radox, but without the added attraction of a rub-down with 
a warm loofah. Mm mm. 








MicroPros* is shunning the A5/600 with Subwar. 
because the graphics are too complicated, appar- 
ently. However, expect a C032 version soon. 
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be curfning enough to hit the eject but- 
ton, you'll be shot osit of a small tube 
into/the waiting arras of the Hun. And 
anyway, that looktpothtng like me. 

This vellow criss-crossed thina is the 



It 




thermal layer; the area where the sun- 
warmed water meets the cold of the 
ocean bed. If you go below it, sonar detec- 
tors which are positioned above the layer 
won't 'see' you — so suddenly diving after 
detection will hide you from the marauding 
enemy. With a bit of luck, and a following, urn, current. 
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REVIEW 



As well as receiving money .or ^^^ B ^^!5 -dom 
boost your funds by «1l.ct.y w-d. "» h ^* e ^ in the middle 

positions. Why anyone would leave tons of A e < 




Matt Bi 



is a man whose history 
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develop a game that is. above all, 
great fun to play - and that's what 
we've done!" Er... no you didn't. It's 
not "great fun". You're lying. 

Next... "We particularly wanted to 
ensure that the cars handle realisti- 
cally so we took the programmers to 
a rally school for a day to allow them 
to experience the real thing - and 
it's certainly paid off." Er... no it 
hasn't. They probably had a really 
good time spending the company's 
money, but accuracy and realism do 
not always make a stunning 
game. As in this case. I'm sure. 
The rest of the information 



judge. Come, together 





Powerdrive tries 
cars, with any 



Sbe helpful by allowing you to practice in any of the 
The weather conditions This basically ,us involves 
, no reactions and lots of traffic cones to plough 



Every now and then you'r*p.weni«i «»» " •"■» 
these, you have a set amount of tW in «h.ch to . , 

complete specf.c task*. Th»- VihV-^ « ■» ™* 



REVIEW 




In a rather amusing 
anecdotal way, I very 
nearly gave this 
game 40 percent 
because of the 
night trials. 
As far as I 
could tell, 
the screen 
was entirely 
black, with just 

your two headlight pools. This led 
to some dreadful gameplay, and in 
fact at one point while Andy was 
having a go. his lights went out 
altogether, and he just sat there like 
a nob. banging his car against an 
invisible wall until his time ran out. I later 
found out that I simply had my monitor's 
contrast too low. and it was actually quite 
a nice graphical effect — Doh! I'm a span- 
ner. I'm a spanner, I'm a spanner.,. 
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COURSE RECORD 1 
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VEHICLE COMPONENT CHECK 



ENGINE DAMAGE IS/. 

TYRE DAMAGE •■♦X REPAIR 

SHOCK DAMAGE •Sr. 

GEAR TRAIN DAMAGE 

SPOTLIGHT DAMAGE t^X 



You're fairly unlikely to make it round an entire lap without having 
some sort of collision, and though bumping into the odd traffic cone 
won't cause as much damage as driving head-first into a wall will, any 
damage needs to be reviewed before you move on to the next course. 
Funds collected can be put towards making repairs, often calling for a 
bit of strategic planning (i.e. if you know you're about to enter a night 
race, the spotlights must take precedence). 
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Vow* 

start with I really hated It, then I 
started to warm to It, and though 
still can't go crazy-bonkers about it, 
there'* no real reason to murder It 
(Nice use of the word 'It', mat* — 
Andy.). As I mentioned earlier. It's a 
bit of an underachiever in some 
areas, with the music belonging to a 
long-forgotten era, when program- 
mers had to employ weird techniques 
because they lacked the technology. 
The end result Is something fairly 
unattractive, that sounds like... well, 
poo really. There are some very nice 
graphic effects, such as the way In 
which the highlights move across 
your bonnet as you turn, as well as 
the skidmarks and weather effects 
(although the lightning would have 
been nicer had it been accompanied 
by a decent thunder clap) but other- 
wise, Powerdrive often looks a bit 
crude and dated. The game's main 
drain is its lack of competition, with 
the single computer opponent just 
whizzing off at the start of each 
race, never to be seen again. Per- 
haps if the programmers had spent 
a bit more time on the artificial intelli- 
gence rather than 'how real the wheels look' they would 
have made things a bit more fun. There's also a severe 
lack of speed, and apart from the brief nitro-boost, the only 
chances to get really moving are when qualifying (i.e. with 
no CPU car). Even on the A1200, things are often a bit 
snallsome (but that could be because I'm still playing Road- 
kill!). The night races very nearly killed this game for me, 
but once I'd chucked the contrast and brightness right up 
on my monitor, ft got to the point where I could get round 
even if my lights were completely buggered, albeit very 
slowly (and with the guide arrows very firmly ONI). Pow- 
erdrive is ultimately an okayish game, but with no real sub- 
stance or challenge other than keeping on the road and 
having enough money to repair your car. Sort of good, yet 
nothingy. Try to have a go before you buy It, eh? 



I There are plans to release a CD32-enhanced ver- 
sion in the near future (and lei us pray to Allah 
that they bung in some decent music). Other 
than that. A1 200 owners will simply enjoy a bit 
of a fatter lumovw 
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itt Broughton cam* to work on The 
One, he'd never even played Sensible Soccer. 
Over the past few years r however, he has 
become one off the single most annoying 
opponents over. Okay, let's see how he does 
up against the sequel to the most popular 
footy game ever* Git! 




What Is there) to tell you 
About tht SHtsibla World 
Of Soccw that you don't 
■■ready know? Apart from Frontier, 
SWOS hu to be one of the most 



with all the general parameters that 
affect the tournaments, are still avail- 
able. Gulp. 

Vou can choose} to participate in 
any legitimate competitions, from the 



hyped-up, long-awaited, enquiry- European Championships to the 
taken. dfoolinduclng, Record Mnak- Japanese Cf»p*ror's Cup tournament, 
tr tfwt boingl) of the Amiga's hlrto- as well as pick any team and play an 
ry. To say thai the original entire season with them. Then, 



Sensrfc'e Soccer was, and 
still Is, something of a 
legend. Is to say the 
least. If we were to list 
the number of games 
than we still pUy at 
least once a day, even 
two years on from their 
original release, they'd 
just be the one fella ~ Sensi 
God bu-ss 'lm. 




of course, there's the 
careers.., 

This Is the main sell- 
ing point of SWOS, 
where the humble 
player can choose to 
as a manager or 
player manager of any 
team they fancy, dealing 
with transfers. Injuries, gate 
receipts, bookings, and, or... all the 
So, I hear you sing, what's new great things footy manager* have to 
pussycat, whoa a whoa a whoa a? deal with 

Well, it you're the sort of person that Along the way you'll need to 
plays fri*ndlles and makes your own change tactics to suit your team, as 
leagueVcups — not a lot. You can stW well as keep an eye on foreign talent, 
errata you own tournaments, but of not to mention other dub offers. And, 
course now you've got access to In a very small nutshell, that's it. 
about a trillion different teams and Th«*e are tons of new features, thing* 
countries. Yes. In their quest for per- to do. and about the biggest footy 
feet lot*, Semi has got just about every database you're ever likely to see. But 
team eve* in the game, while the docs It do anything for the proven 
piuh type and length of play, along Sens/ formula? Ah, step thw way..-.' 





Right: As in th* 
tntemmtlonml 
Edition, the ref- 
eree Is alive And 
kicking, and 
though not run- 
ning about dur- 
ing the game, 
will instantly 
appear should 
any nasty busi- 
ness take place. 
A new animation 
has been Includ- 
ed, which basi- 
cally shows any 
badly-Injured 
players writhing 
about on the 
ground In the 

hope of attracting a free kick. The ref Is also of the 'new improved' Euro- 
pean style, and will gladly chuck a red card at you wherever you may be. 
(Damn. There goes my tackling on the centre spot!) 
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might be wondering what'* so special about this -.hot. but AH*,!, 
it s not me heading the ball. THAT'S THE COMPUTER! Ves. stunning eh? 
be honest, this adds a whole new element to the game, and the feroci- 
of some ol the CPU attacks, not to mention defending headers, ant 
ite remarkable. All of this wrth new sound uffeils tuu. Which yutrriulto" ' 
rd about in a certain Amiga matr (.chortle). Five 




Below When It comes to transfers, 
you have million* of options. You can 
check the domestic and foreign mar- 
kets as well as try to poach players 
that aren't even for sale (if you've got 
i wad to tack it up. of course). Vow 
even further by specifying 
position you're looking for, M 
any particular skills you'd like. 
The computer will then sift through 
the database and present you with 
your options. Gosh. It's so eaiyl 



Left: As well as the various 
formations from Sensi. you now have 
access to a load more. Including 5-2-3 
and sweeper variations. Of course, 
should you want to tweak your play 
to a more personal preference, you 
can make use of the editor which 
allows you to set player's positions 
exactly, depending upon where the 
ball Is. You can then save these tac- 
tics to disk, or pull them up during 
the gsm* for those emergency situa- 
tions. Good stuff. 





Above; if you leave the game for a 
few seconds after each game (or 
indeed at half time), a screen full of 
statistics will appear, giving such 
Information as possession percent- 
ages, shots at goal, accuracy etc 
Needless to say. this is nothing 
more than a saddo pleaser, but Is 
jolly useful for showing Merry just 
how poor he was In the last game. 
Silly eld sod 
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Having so much Information rolling around, Sens! has included the option t*> 
look at Just about anything you could fancy, no matter whereabouts In the 
world it may be. Here, In the Colombian Premier Division. Armando Osma of 
Deport** Tollma is currently top scorer. This may seem a bit irrelevant, hut if 
you're watching things closely, you might spot some future talent. 
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As far as the matches themselves go. there are a few subtle changes, 
but changes any seasoned SensV player will Instantly notice. Apart 
from the colourful crowds and a couple of new pitch types. It all looks 
much the same, but once you start playing you'll notice the CPU play- 
ers clearing the ball much harder, heading like demons, shimmying all 
over the place, and generally being a bit too clever for their own 
good. The passes also feel different now, with some enormous cross- 
pitch passes zipping around. Another major change In play Is the for- 
mation layout. For someone with an Imprinted 4-4-2 formation In their 
brain (like myself) you suddenly find everyone's out of position. This, 
of course, is just a new version of 4-4-2, but thanks to the tactics edi- 
tor, things should be back to normal fairly quickly) Why Sensi dldnt 
leave things as they were. ...er. dunnol 
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Above: H«lpful features In the 
new SWOS include a god-like' 
presence In manager mode, 
that watches over your team 
selections. If you make a 
good decision an enormous 
'thumbs-up' appears, while, 
not surprisingly, a huge 
'thumbs-down' lets you know 
of any bum deals. You also get 
tick or cross by each player to 
show whether the player Is out of 
position or. It... In position. 
Left: Money money money, always 
funny, In a rich man's world. Super. 



ffrfgnt: Hellol Vou 
may not have 
seen this in some 
of the earlier 
•eviews (I wonder 
why. snigger, ) 
but as an added 
presentational 
treat, you get a 
quick line-up of 
the team before 
each match. It 
serves no Impor- 
tant function, but 
look, there's my 
mate flatty. 
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long gone are those happy-go-lucky days of playing match after match with- 
out a car* In the world, now you've got to worry about your teams' health, 
fitness, and behaviour. As well as carrying any yellow or red cards against 
them, your players can also become injured, and when you come to select 
your squad, you'll find someone with a red bandage over them! Vou'll some- 
times be given a specific number of weeks that they'll be out of action, but 
often you |ust have to substitute them and hope for the best. 
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Graphically, there's nothing really to 
talk about with SWOS compared to 
Sensi. The menu presentation Is nice, 
while the match graphics are much 
the same as before, with just the odd 
tweak here and there. The new title 
tune and In-game ditty are welcome 
additions and the new sound effects 
are fine — again, not really making 
any difference to the game, but nice 
to have. The real shouting point of 
SWOS is management, with its 
added problems of injuries, bookings 
and money — and you really couldn't 
ask for a more worthy challenge. The 
manager-only option Isn't one that I 
would spend a lot of time on, and 
even if you try and get really 
involved in tactics and transfers, 
you're never really called upon to do 
much more than press the fire button 
every now and then. Other main 
game bummers are few and far 
between, and the only one I'm really 
compelled to groan about is the 
tremendous amount of time it takes 
after each season to show you every 
result and league table from through 
out the world (perhaps a 'Crap Off' 
option would've been nice). Mind you, If 
SWOS Is anything, it's certainly one of the most accessible 
and comprehensive football databases ever, with just about 
every global player and team statistic you could ever want. 
If you're looking for a manager-only game, look elsewhere, 
but if you love Sensi, and wouldn't mind more of the same 
with tons of information and the ability to build up your 
own team of George Bests, step this way — this could be 
what you've been waiting for. I'd hoped to give SWOS a 
higher mark, but would by lying if I said I'd been totally 
blown away by it. Still, don't get me wrong, SWOS is abso- 
lutely fab; just don't be surprised if it's not quite as stun- 
ning as you'd hoped. 1 can't help but get the feeling it could 
have been so much more, but maybe that's because I knew 
what was originally planned to go into It. Even as it is, 
though, it's groovy stuff. 

The game automatically recognises the presence 
of an A1200, and you'll get extra touches such as 
flapping flags and the spinning 'S' In the comer. 
Other than that, it's all much the same. There's 
no CD32 version, simply because you can't save 
enough information. Apparently. 
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HE WHO CONTROLS THE SPICE... 
CONTROLS TIE UNIVERSE. 
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"Gorgeous graphics, incredible music «£ 
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'prompt' and 'lively' are words which have never been used 
describe Andy Nuttall. 'Slow', 'late' and 'oh r hurry up for god's 
sake' are, however; but Flair might have just the thing: a quick 
injection of Whizz... 
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REVIEW 



This stretch of shark-infest- 
ed water is an example of 
the fun gimmicks to be dis- 
covered in each of the ' 
worlds. Whizz sinks down 
to his hat. never drowning, 
but if he swims towards 
the shark which, like all the 
other enemies, follows a 
set path, then he'll lose* 
some energy. The rocket* 
incidentally, is one of four 
on each level which you can 
launch for all sorts of 
bonuses, including eittra 
Whizzes. 
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Gainesville isn't, as it might first appear, just for kids. Bouncy Castles are all 
very well and good, but there's a distinctly dark streak running through this 
level, sparked off with the fruit machines that churn out bridges formed 
from coins as you pull the arm. And this great tittle puzzle, a bit like Brucie's 
Play Vour Cards Right, throws a coin onto each stack if you win a higher or 
, and takes one ott if you lose. Get the balance right, and you can 
toys on the I 
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Pubitihtt. Flair 
Developer: 
In-house 



£25.99 Out Now 
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Matt and I have pooled our old and 
wise gaming nuts together, as It 
were, and despite the souped-up 
graphics and faster gameplay, there 
are two major games to which Whizz 
can be compared. The first, and per- 
haps most well-known, is Head Over 
Heels on the Spectrum; a 
puzzle/adventure with a similar per- 
spective. Secondly, there was an old 
coin-op called Crystal Castles, in 
which you used a track-ball to move 1 61 R I K I C S 
a bear around a labyrinth of paths, 
collecting crystals. There have been 
plenty of games like HON on the 
Amiga, including HOH itself, I might 
add, but to my knowledge there 

hasn't been a conversion of Crystal 1 i L ■ Y ■. 1 1 j, it ¥ 
Castles — and all the more applause 
to Flair for approaching it after all 
these years. Whizz, though, is faster 
than the first, and prettier than the 
second — and despite being a stan- 
dard platformer at heart, the isomet- 
ric perspective tricks your mind into 
thinking it's playing somethfng revo- 
lutionary. I certainly wouldn't call it a 
puzzle game, though; the so-called 
'puzzles' aren't really in the true sense 
of the word; it's more 'brick door + brick- 
coloured key = solution', and you know the two will be 
hanging around together somewhere. The only real worry 
I have, and it's a reasonably-sized worry-ette, is that once 
you've seen the toys, enemies and features on the first cou- 
ple of levels, you've seen virtually all of them. Later on, 
when the graphics change, the actual structure of the game 
remains pretty much the same; although the objects and 
characters are disguised to fit in with the change of scenery. 
In some senses that's typical of recent Flair games such as 
Oscar, but Whizz deserves more credit simply because it 
tries to be different. I'm not into awarding brownie points 
for copying games styles, but I'm concerned at the lack of 
3D isometric games in the same vein as Head Over Heels 
and Knight Lore; and Whizz is set to keep me amused for 
some time yet. 
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Yes, there will be an Al200-specJfic Whit*. Yts. 
eed also, there will he a CD32 version. Both 
II be out by the time you read thfi. and yet 
we know not what the impravamanlt twill b* 
Better graphics and sound, at a guetl. 
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REVIEW 




If you're fed up creating, here's an in-built disaster. 
You'd think the little people would flee from this 
beastie. but a glance at the road shows the sims 
still driving to work. Some people, eh? 



As you can see, signposts are another new feature 
of Sim City 2000. You can name streets and even 
buildings after your family and friends. Alterna- 
tively, you could just type In lots of rude words. 



Here we've had an outbreak of fire. Several, in fact. 
It's a shame you can't see It animated, because it 
flickers very nicely. The emergency icon sends the 
police or fire brigade directly to the problem spot. 



Anyone who hasn't heard of 
Sim City must have just 
returned from an extended 
visit to Mars. It's a true classic, and 
I'm sure loads of you have been wait- 
ing for Sim City 2000 with baited 
breath. Well, if you're still alive, the 
wait's over but only if you own an 
A1200 or an A4000 with a hard drive 
and at least 4Mb RAM. And let me 
tell you, with that kind of system 
specification I was expecting to get 
my pants blown off. 

For the six lucky sods with the req- 
uisite hardware I should explain that 
Sim City 2000 comes on three disks 
with a glossy, well presented users 
manual and an Amiga Addendum. 
The manual is clear with simple tuto- 
rials and plenty of diagrams to help 
you understand the games mechan- 
ics. Which is fine. Moving on to the 
game itself somehow makes you feel 
that something weird has happened, 
and time has slipped into reverse. The 
screen update speed and belated 
response rate to your frantic mouse 
clicking is like listening to Duane 
Eddy fumble through the widdly-wid- 
dliest Joe Satriani solo. (Eh? — Andy). 

I even tried it on an A4000, and it 
still crawled along like a loathsome 
slimy thing. The graphics are very 
lush, but... well, call me Mr Picky, but 
I warrl lo play the game, not gog- 
gle at it. At the 





When It comes to tax. it's best not to 
bleed your little folk dry or you'll end 
up with a riot on your hands, iust 
look at these angry mobs, holding up 
placards and wrecking vast areas of 
your city. Gits. 

start of the game you're offered 
three difficulty levels and four time 
zones, all adding to the games lasta- 
bility if you can keep your eyes open 
during the appalling response times. 
Another irritation is the time spent 
gazing at large black areas on the 
screen. These black-outs occur when 
windows are closed and is a symp- 
tom of the slothful screen update. 

One of the new features on offer 
gives you the chance to enter the ter- 
rain editor and customise your start- 
ing position. Personally. I wouldn't 
bother. The terrain editor is so lan- 
guorous and idiosyncratic as to be 
almost unusable. Another trumpeted 
feature is the zoning system, a 
quick(er) way to lay down your plots 
of land, roads and electric pylons. 
You simply click at the starting posi- 
tion, hold the button down, move to 
your finishing point and (after slowly 
counting to five) release. The com- 
puter will tot up the total cost and 
lay the lot down in one go. Don't get 
me wrong here, this is actually a 
super game. I just want you to realise 
that Sim City 2000 is more sluggish 
J.,-/ than j posse of 

giant killer slugs 
attempting to pull Cana- 
da up * big hill, before you 
r hard-earned 




The budget window isn't the only way to save or spend your money. All the 
options here have a bearing on the health or wealth of your little folk. Behind 
the window, you may notice that the buildings are missing. This Is a handy 
in that allows for easier placement of roads and the like. 
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This gives a 
whole new 
meaning to the 
term 'going 
under'. Another 
of the in-built 
disasters is 
flooding. The 
best way to 
deal with this is 
to raise the 
offending piece 
of coastline. 
Alternatively, 
you could re- 
name your city 
•Venice'. 



Vour industries' tax window allows for very fine control over exactly what 
gets built in your city. Heavily taxing steelworks discourages this polluting 
business, while lowering the tax for media, say. will encourage much cleaner 
industries into town. 



This is your budget win- 
dow, where you decide 
how much of a squeeze 
to put on your tiny sim- 
people. Too much and 
they'll emigrate to a 
neighbouring town. Not 
enough and you'll go 
bankrupt. Look behind 
the budget window and 
you'll see the water sys- 
tem. This is another new 
feature, and adds a 
whole new dimension to 
the gameplay. 




Window frenzy!!! Yes, more than one window can be opened at a time. Here 
you can see population details, the map. the size and placement of your 
neighbours and lots of graphs (horrid things), all available at the click (and 
wait, of course) of a mouse. 
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THE VERDICT 



This game was written for the PC, 
and ported across in its entirety. 

Reducing the screen colours to 64 ^^^^^^^—HM 

would have speeded it up consider- Pusher MAXIS 

ably without sacrificing the visuals; JrthouTe 

after all, 256 colours for this type of — — ^ 

. . . £34.99 Out Now 

game is somewhat gratuitous. It may , 

have also been prudent to use the Herd oh* m««Nabi» 
Amiga's hardware to manipulate the Mouw 
windows, instead of the custom-writ- ■ "■■ " ■ 1 m 

Memory I Ottk? 

ten PC drivers. I'm sure that this * Mb I ' 

alone would have made the game II f Ji-i-M 

much more responsive and playable. HeP" ^ 0119 

Surely this game Is the result of lazi- J U lO 

ness on Max is' behalf. Come on guys. HERRI 

we want to see games that take w_ f*rflJ 

advantage of the Amiga's strengths, yj 

not direct ports from the PC. Th« ITTTTTTTTITal 

music is OK through a hi-fi, but a bit I _ | 

tinny if played through the monitor. f S JL 

It only plays at key points In the mTTTTRTTH 

game, but I must say, it tend* to get 1 1 

a bit irritating and repetitive. The ] U(|7 

reward system, whereby you Ret a I jUiD 
prize when your number of lim-peo- 

I i'*TW I 1 1 1 1 

pie hit a certain number, it a great * 
idea, really pushing you forward to U | I 

see what you'll earn next The first j 
reward, for instance, is a Mayor's house 
when your sfm-people total 2,000; but I 
won't tell you the others or It'll spoil the surprise. Another 
great aspect If the newspaper. It's fun to read some of the 
silly stories, and the paper gives you clues and pointers on 
your performance. The all-important manual is good, bar 
the index which needs beefing up for those who like to dip 
in rather than read it all in one go. Overall, I've got to say 
I like the game, despite its faults. It's as deep as you want 
it to be, with appropriate default settings for many of the 
special features, for those of you who don't want to dab- 
ble too much initially. I hated it for the first half hour, but 
once you look past the unwieldy control mechanism you 
soon realise why people play It. I'm going to say this one 
more time — Sim City 2000 is slow. If you're the slightest 
bit impatient, deduct 20 percent off the final score. But if 
you're a patient sort of cove it will quickly grow on you. 
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Well, it seems that a non-AGA version of Sim City 
2000 is about as likely as me getting an Alvis TO 
21 in my Xmas stocking. Which is pretty unlikely 
indeed, of course. 





It's the year 2020. 
Dig Hew Age meets man's oldest profession: WAR 
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The Future of Combat is Now. 

In the future you may haue lasers, houertanks. and poiuered armor, hut 
do you haue the skill to command these forces to uictory? If it's total 
control you want, we'ue got it In a turn-based, detailed, create-your- 
own. hex wargame that blows out the competition with astonishing 
SUCH graphics and sound effects that will rattle your cage 

The standard waigame just 
got a whole new set of standards. 

Features: 

• 256 color SUGR graphics ^ 

• Tactical, turn-based hex wargame ^ 
-Full scenario builder C unit editor 

• 14 types of near-future 
military hardware 

•Fully animated mouementE combat - - — - 
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IF AN 
ADVERT IS IN 
PRINT, IS IT PROPER? 

Most' advertisements are perfectly proper. 
A few are not 

The Advertising Standards Authority not onl\ 
monitors over 850 advertisements every month. It ensures 
compliance with the rules in the strict Code of Advertising 
Practice. 

So when you question an advertiser, they have to 
answer to us. 

To Hnd out more about the role or the 
ASA. please write to the address below. 

Advertising Standards Authority, 
Department X, Brook House. Torrington 
Place. London WC1R7IIN. 
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Harry's been a git lately. He says if Andy 
Nuttall doesn't write his intros, he going to 
systematically slag him off. No change there, 
then. Sob. 



Frankly, people have a morbid 
fascination with pinball. Like 
one-armed bandits (or fruit 
machines, as I believe they're now 
called. Presumably because they're 
idered 'armless. Ha, ha) and pub 
via machines, pin tables attract a 
51 following of dedicated players, 
d yet they only consist of a few 
metal balls cavort- 
ing around a 
serving tray. At 
east the ban- 
dits and triv 
boxes occa- 
sionally spew 
forth money, 
but not pinball. So 
Where's the attraction? 
I've got a theory. Well- 
designed pin tables fol- 
low the golden rule 
that simple games are 
often the.best. Like all 
the old arcade games: 
Space Invaders, Missile 
Command and Asteroids, 
pinball starts off so simply 
that you could train a mon- 
key to play it. When the ball 
gets to the bottom of the 
table, flip a flipper to send it 
back up again. And, despite its 
simple appearance, it will grow with 
you; and as you succeed you'll dis- 
cover more and more features that 

ep it interesting. 
' But for every good pin table, 
there are probably five which 
Aren't worth the metal they're 
made from. It's a design thing; all 
pinball tables are essentially the 
same, but if x 
bumper, y ramp 
and z drop tar- 
pet aren't in 
exactly the right 
positions, the ga 
Won't get and people 
won't play. And 
that's where Pinball 
Fantasies came in. 




Fantasies not only had four well- 
designed tables, but ball mechanics 
which, to all intents and purposes, 
were real. The flippers felt solid and 
rubbery, the dot-matrix score table 
bounced and bounded with in-game 
graphics. And because it's not even 
in the least bit mechanical, it never 
broke down. Just, brilliant. 

And now, from Sweden, comes 
Illusions. Like Fantasies, but with new 
added Multiball, Illusions promises 
much and delivers even more. There's 
one fewer table than last time, sadly, 
but what it loses it makes up for 
with... oh, I'm sorry. Matt's just start- 
ed to write the Mr Blobby review, 
and to keep his inherent hatred of 
Britain's most toilet- 
trousers game high 
in his mind, he's 
put the title music 
on rather loud. 
"Blobby blobby 
blo-obbbbbyyyyl" 
God, he's so amus- 
ing. Excuse me for a 
moment. 

Where was I? Oh yes. I love 
Pinball Illusions, and I haven't 
really played it for very long. 
Pinball connoisseurs will know, 
though, that the real test of a 
table's mettle comes with time. Per- 
haps that's why I know I'm going to 
be up 'til the ridiculously small hours 
for the next few days. ..ft 
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I'm not sure what these eyes are for. but they accompany the 
Arrest feature of Law n' Justice. A bunch of thugs have escaped 
from the arms, and indeed Transit van. of the law. cleverly repre- 
sented on the 'intelligent' dot display. The crty looks upon you 
to... fire metal balls at them. Surreal, but it keeps it exciting. 
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Annoyingly, the ball occasional- 
ly gets stuck at this point on 
Extreme Sports. The first time it 
happened Matt and I thought 
it a good idea to tilt the mon- 
itor slightly, so that the ball 
would run loose. Vou might 
consider us brain-dead for 
doing this, but with all the 
colours, and gongs, and 
bangs, and bells... it goes to 
your head. It really does. 



J rill. 
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And yes. ladies and 
gentlemen, here they are in all 
their glory. Oh, for the marvellous 
feel of their pink firmness; plump yet 
pert, miles of sensual curves ending 
In a tiny nub the size of a single 
petits pais. And the rubber coating, 
gently easing the balls back up... the 
table. What's that? I mean the flip- 
pers. I was talking about the flippers, 
you dirty-minded individual. 



The Extreme side of the sports is illustrated nicely by this, er, 

death scene. One of the large variety of in-game features is 
Skydiving, in which you have to hit ten lights or so 
before a timer runs out. If you don't... well, you 
see the little man at the top? That's you. that is. 

Like real pin 
tables. Illu- 
sions' are 
packed to the 
flippers with mechan- 
ical-style features, 
backed up with the 
mock-electronics of 
the dots above. The 
bi-plane is part of the 
sky-diving (see above 
for the results), while 
the little 'mode' lights 
and the other LEDs 
and flashers signify 
other things, er. hap- 
pening. 



IE Si'** 



..V 



The tunes are worth a second mention. Law 'n' Justice and Extreme Sf 
are blessed with far and away the finest soundtracks, but even Sabewi 
has some happenin' grooves, or something. As you would expect, wher 
there's a surfin' theme, the Beach Boys aren't far behind. Or at least, 
original-ish music played in a Beach Boys styley. 
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Dominating much of the Babewatch table 
are. um. babes. Er, and that's it. No. what 
I meant to say was this Casino, which 
really only plays a small part in the actu- 
al game. Not that the babes play much 
of a part either, but they set the scene 
quite nicely. Anyway, the Casino can be 
opened by hitting a certain combination 
of features, and you enter it 
using the flipper on the right. 
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Developer: 
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First things first: Illusions offers stun- 
ning music and sound effects. The 
Law 'n' Justice table is accompanied 
by a stonklng soundtrack, more like 
something from Blade Runner than 
an Amiga; while Extreme Sports 
offers the most pounding, driving 
music I've ever heard in a game. Kind 
of a cross between Ministry (American 
heavy industrialists) and Kraftwerk 
(80s Teutonic beat combo). And the 
blips, beeps, clangs and voice samples 
which made Pinball Fantasies stand 
out from the crowd are taken a few 
steps further. We've already seen 
the stupendously good graphics, 
and discussed the huge range of 
features; so Illusions wins on all 
counts really. Except, er, two. 
One: the loss of a table. I was 
expecting four, as with Dreams and 
Fantasies, so even when the twirling 
shapes of the intro lit up my telly and 
proffered but three, I was, to say the 
least, slightly peeved. Two: the first 
two tables will be considered, by pin- 
ball nuts, to be too easy. Extreme 
Sports Is rather rock, but you'll be 
racking up the points like nobody's busi- 
ness on Law V Justice and Babewatch. 
However, If s only the same argument which could be 
for Fantasies — because I found the Partyland table too 
easy there, and that was far and away the most popular. So 
It's difficult to fault Illusions, because any gripes which I had 
about the first two games have been fixed. You know the 




used 
too 



things that bug you about pinball? Like the time it takes 
rack up a new ball; nanoseconds In reality, but seemin 
hours when the ball's gone down In the middle of 
125,646,763 highscore. And you scream at the telly to "Give 
me my ball back you metal git!" Well, now you calmly press 
Return, and your ball will be handed back. And Multiball... 
well, since I heard about Illusions I've been wondering how 
they'd do it, and the flip between lo- and hl-res mod 
works astonishingly well. Yes, my friends, PinbaH's bac 
And this time it's brought its friends... | 



CD32 
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L'ASOO, e'est nil points, je suis. er. afraid. Some- 
thing about the Multiball being too complicated 
for the slower machines, or something. CD32 
owners, however, will be receiving their very 
own Illusions in the near future. In fact. now. 









Z 




TO 




> 




I — 




r~ 




f— 




I - 








IS* 




O 








on 



© 



E V I E W 



Matt Broughton assures us that he is a man without fear. Of course, we know this to 
completely bogus, because we saw his trousers flapping while he was reviewing yet 
another chapter of Alien Breed. Then again, he could have just been enjoying it... 




Apart from The Chaos Engine, 
it's hard to think of a more 
co-operative two player job- 
bie than Alien Breed, and what with 
I Specta/ Edition, and the fairly recent 
Alien Breed 2. fans of the game have 
never been short of something to do 
of an evening. Well it's something like 
three years since the original game's 
release, and Tower Assault is at last 
here. But, Kimosabe. how much has 
changed? 

Well, quite a lot as it happens 
(guys n' gals) apart from the ever 
present stupid humans Yes, though 
you'd think they'd have sussed the 
aliens out by now, it seems that find- 
ing limbs lying around the place and 
hearing strange burps emanating 
from behind the light fixtures isn't an 
obvious enough clue that some- 
thing's... well, 'not quite 
right'. Needless to say, 
another sad colony has 
been completely wiped 
out. leaving the marine 
corps to tidy up, put all the 
socks into pairs, and wash 



There are two new ele- 
ments to Tower Assault 
that actually make it 
much more of a sequel than 
the, er, sequel was. These 
are, namely, the retreat 
mode, and the 
noo- linear path 
through the game. The 
former puts an end 



One of the hardest are** in Tower 
Assault is the scientific tower. Here 
you'll find many of the lads' experi- 
ments roaming around the corridors, 
including such delights as big yellow 
fellas, who not only have an 
enormous gun instead of a right arm, 
but can appear from out of thin air. 
And if you think they're bad, just wait 
until you come across the Predator- 
like cloaked chaps while running from 
an exploding level. Poo-poo-a-go-go 
time, methinks! 

to Andy's patented 'use the other 
player as a shield' manoeuvre, as it's 
now possible to fire while making a 
very fast backwards tactical with- 
drawal' (Grrr, let me at 'em. No. real- 
ly). There is, however an option to 
make your bullets harm the other 
player (but don't tell Andy that!) 

The non-linear stuff basically 
means that there's not just the one 
route to the end of a level, and this 
means that Team 17 can righteously 
claim that there are over 250 ways to 
complete the game. The effect this 
actually has on the game is to make 
it feel much more like an adventure, 
with messages on-screen telling what 
lies to the north, south, west etc. 
(East, I think — HarryJ. 

Other nifty new things include 
new breeds of alien (the invisible 
ones are particularly siaah busting) 
along with fresh level styles. One level 
is set in total darkness, and you have 
this crappy single beam torch to help 
you find the aliens. All you can see 
are their spooky, otherworldly eyes! 
Ooh mummy. I'm scared! ' 




Making good use of the map is more important than it was in previous 
Breed games, and with all these multiple exits, it's worth its weight in i 
Though not as readily available as in the previous Breeo* games, there a 
number of maps left lying in the outdoor areas, and you can also often 
such items lying around the corpses of dead colleagues. Bleh! 




Tower Asiau/t is much more puiile orientated than either of Its predecei 
but don't fear, blasting fans, killing aliemfstitl makes up tor about BS 
of the game Here .ill ol the auxiliary mow** generators must be found 
switched on before a door further on in tne level will open. This Isn't n 
a problem, but you do have to watch out for all those gittish land mines 
along the way. 



A survivor! As you can proba 
bly see from the thickness of 
the door above me, he wasn'' 
the easiest bloke to find, but 
with the aid of a few 
coloured kvycardt, I've man- 
aged to find Security Chief A 
Robinson who locked himself 
In when the aliens arrived. 
The Force may be a powerful 
ally, but it's nowhere near as 
bloody useful as this bloke I 
As we apeak, he's off acceu- 
ing some of the security sys- 
tems that have been causing) 
me nightmares since I arrived 
Cheers ears! 
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While plodding around the outside levels, 
the alien hordes are the least of your wor- 
ries. Of far more concern are man-made haz- 
ards such as large minefields and security 
cannons. The mines are actually visible as small 

bumps on the surface and test your concentration more than anything 
else, while the cannons (top of pic) are extremely fast and extremely accu- 
ral*. Once ..y/iin it's the level designs that get you every time! The 'A' 
icon, incidentally, is an invincibility power-up. 




Just to add to the variety in Tower Assault this particular level is completely 
on Breed \ihe and more of a strategy and patience test. The entire level is filled 
with these test mines, some of which are armed, some of which aren't. You can 
set some of them off, but if you're too near, you'll take damage. Vou have to 
make decisions about risking health to get to first aid packages, but walk into 
an active mine and it's bye bye time. Believe me, it's a lot more absorbing than 
it probably looks (turn up your telly, and listen to those mines blow!) 
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What time do cyborgs get up? Pretty early, I 
reckon. And what do these positronic pit- 
bulls eat for breakfast? Andy Nuttall-on- 
toast probably, with eggs, bacon, mushrooms 
and brown sauce. From his pants. 

■ f you think about it. being a well, good guys do that sort of thing 

I Cyborg mightn't be all bad — I otherwise they'd be a bit of a big 

I guess it just depends which of girl's blouse. And just how many 

your bits are hum, moid and which good guys do you know who answer 

are er. 'cyborgular'. There must be to that description? (Andy, get thee 

dozens of blokes who must some- behind me, scree-bred Son of Set — 

times be just gagging for some syn- Harry.). 

thetic bits after a heavy night on the The game is set in the future — 
town when the mind is willing but way. way in the future, when niceties 
the flesh is weak. But not me of like trees, birds and flowers etc. are 
course. (Andy! You raging sexual distant memories. Even the air has to 
tiger you — grrrr! — Harry). be artificially manufactured out of 
In the case of Rise of the Robots, cabbage, probably, in special popula- 
however, in which our hero has a tion centres where the servants of 
human brain encased in a false bod, society are robots Or are they...? Yes 
it must be an absolute nightmare, folks, the tin cans are revolting! All 
Like when you have your leg ampu- sorts of automatons — from the 
tated and your bonce tells you it itch- lowly loaders to the sophisticated 
es even though it's gone, as a Cyborg military and bio-simulatory models — 
your brain would still be sending out are laying down their servitude, pick- 
hundreds of messages which your ing up their arms and getting behind 
body can do sod all about — like the psychotic Supervisor — a pretty 
telling your non-existent bladder it's classy lady droid — to wipe out 
dying for a wee, or trying to scratch humanity The only way to stop the 
your cyber-bottom. Supervisor taking over the robot- 
Despite these obvious handicaps, making factory and eventually the 
you as the Cyborg star in Rise must world is to kick robot butt - with 
persevere because you are the good you as a Cyborg taking on six increas- 
guy and... er... ingly annoyed robots before the final 
;-- — confrontation with the morphing 
V ^ Supervisor herself. Go to 
%. " * w it soldier! 0 



special move is tho shoulder charge, which has you slamming at full force 
into the enemy. It can be souped up by keeping your linger on the h>e 
button to increase the power, as indeed can many of the moves. 

^ Apart trom the story mode, in 
which you tackle each of your six enemies in order, there's 
-^""i**- also a training mode where you get to u^Lpnp of the other 
robots and batt er holy hell out of the Cyborg. Here the 
Builder demonsfTStes his ultra -powerful bottom-bouncing 

bomber jump special move. 




The Crusher's special move is aptly named the 
pincer mincer — no guesses as to which bit of 
you his pincer minces, guys! 




A nice twist in two-player mode is a series of super 
special moves which spice up the gameplay a 
bit. Operational while in mid-play, they don't 
last long, but they include such great toys 
as Invisibility, which makes you disap- 
pear, obviously; Invincibility, or no 
suffering for a while: and Disable 
or Rt-vf r%t* of your 
/ opponent's special 



REVIEW 




THE VERDICT 



Suffering from an extreme personality dis- 
order and more than a small dose of 
schizophrenia, the Builder piles In to.,, 
nobody at all. Actually, the opponent has 
became invisible, but it's good to poke fun. 



The Supervisor, once you finally reach her, is a bit 
of a tough old broad — no easy winning formula 
against her! As well as being exceedingly fast she can 
also morph herself into something very unpleasant, in 
true Terminator 2 style, such as the sharpened instrument 
shown here. Jolly painful! « . 
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In the unlikely event that you should find yourself beat- 
ing the Supervisor, she's not the kinda lady to play fair. Oh 
no! She instead has a nasty habit of melting into a pool of nastiness on 
the floor, energising, and then reforming herself elsewhere on the 
screen — usually fallowing up with some serious GBH to your person. 
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REVIEW 



The plan is to tie lots of bot- 
tles of beer and sausages 
onto this enormous length 
of string, climb to 40,000 
ft and lower it into the 
middle of the Hun 
formation. Then bang! they 
all collide. Harry Attrill 
is in a tail-slide. 
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Me and 'The Sausage' like 
going lo Duxford. Pop 
along on a Sunday and 
you'll probably see a Corsair, a Zero 
Or a Messerchmidt beating up the 
aerodrome. Even when the weather 
is not suitable for flying, they still 
wheel their precious charges out on 
to the tarmac and test the engines. It 
was on just such a miserable day that 
'The Sausage' heard his first Rolls- 
Royce Merlin. We'd been watching 
them trying to start the Hurricane for 
20 minutes and frankly, 
we were getting a bit 
bored, when with a 
splutter the 'Hurri' barked 
into life (firing on about half 
its cylinders) and everybody 
cheered. The mechanic teased £ 
open the throttle and as the 
Merlin gathered power, 
the sound of it changed 
from a sort of crapulent 
pre-war tractor into the most gor- 
geous and beautiful thing in the uni- 
verse. Ever. 'The Sausage' gave me a 
brand new and slightly sillier version 
of his, 'I'm going to throw myself 
off the top of this big climbing 
frame and you catch me, okay?' *T 
grin and wiggled his eyebrows 
In a special six-year old 'Bloody 
Hell Dad I' kinda way. You see, "^a 
Rolls Royce Merlin and later 
derivatives (like the Eagle), make the 
sort of engine noise that you feel — 
in your pants, as Matt would say. 
When you've heard one, all other 
petrol engines sound like lawnmow- 
ers, Anyway, the wash from the pro- 
peller made us cry, and we 
couldn't hear each 



other shouting 'Wowl' and so The 
Sausage' took the only manly course 
of action. He grew wings and raced 
around the grass, laughing. I'm afraid 
I was too self-conscious to 'be a Hur- 
ricane', and Just joined in the laugh- 
ing bits. When they finished testing, 
the silence seemed almost as loud as 
the din of the engine. I dragged him 
around the remaining exhibits, half- 
heartedly — the flight control rooms, 
the billets, the cinema shows — but 
nothing could compare to that awe- 
some demonstration. We talked 
about ft for days. We invented a 
Who Can Sound Most Like a 
Hurricane in The Bath' compe- 
^£ tition, which I only won 
™ because I'm 30 and can 
regularly dredge-up more phlegm. 

Overlord then, Sounds a bit like a 
washing machine, plays like a Sunday 
afternoon at the launderette, reading 
quite an interesting book about aero- 
planes. The first thing I noticed was 
that some of the best aero-engine 
noises in history have been lovingly 
castrated for your disappointment, 
and that the RT voices from Reach 
for the Skies have been cut. Sec- 
ondly that you can no longer play 
as Jerry; and lastly, but no 
C means, er. leastly, that bar- 
ring one or two in-game frip- 
peries, Overlord is more of the 
* same from Rowan, only its 
1944 and we've got the Hun 
on the run. 'Defence' has therefore 
become 'Offense' and to dog-fighting 
one can add several new mission 
types. To coin The One 
Squadron cliche, er... 
that's it. Q) 





The many briefing sections in Overlord are excellent, packed as they are with 
more mouthwatering detail than a trainspotter*s sandwich-box. The manual 
too is heavy, and should be lifted with caution. rt's crammed with bumf, and 
includes eye-opening hints from famous aces. 
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Some of you will not care that the patch work -quilt 
of the English countryside hat been rendered as 
gooseberry puree, or that buildings look like 
shapes extruded from Mr Biobby's (Blobby, 
blobby, blobby!) own pendulous chaps, 
because the planes took nice in a Dinky sort 
of way and the cockpit detail is fab. 
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Rnothtr Sveep. Sent vae, has 
said that it s a g«od jeb tdot 
Leijti-MalUry has 2-3 *ap to 
aet »is ravadron; to9etf*r. He 
couldn't do it during tKe Battte 
of Britain. 

First doy at laajntrt. Luckily, 
I hoe* seen 4£<>9n*d to a 
Mujtwj squadron. 

It is M*d to see aU these 
fruedbes wound, yov. It's 
different fron the BetHe of 
Britain. 



Early entry in my war diary, which, looking back, 
was madly ironic. Because in my humble opinion. 
Reach far The Shies, Rowan Software's Battle of 
Britain game, is arguably better and at least a* 
good as Overlord. To a huge extent, it's more of 
the same — which Is. of course, no bad thing. 




pubiither: Virgin 
Oeve/oper.' 
Rowan Software 



£34.99 Out Now 



Hard DUfc imUllable 



Overlord uses exactly the seme engine noises as Reach for the Skie* but has. 
disappointingly In my view, cut the RT chatter. And contrary to what It says 
here, my Spit sounded like a groggy bluebottle, farting in a milk-bottle. In 
the fridge. Next door. But one. 



BALLET IN DISGUISE 

Despite appearances, air-to-air combat can be duller than Swan taJce. 
particular encounter with an FW190 was Inconclusive because both pilots 
fell asleep at the controls. Between naps I let the squarehead get 

on my tail just to show you Rowan's new 'combat lock' facility 
which, visually at least, keeps you er... locked in combat. 
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I suppose that on the whole, Over- 
lord looks pretty good and works 
quite smoothly on the Amiga. There's 
bags of detail and plenty of nice peri- 
od touches, though of course all the 
ovely PC Gouraud shading has been 
shot down in flames. Theatre and 
local air operations in the run-up to D- 
Day have been meticulously copied, 
and there is a flavour of realism about 
proceedings, from the moment you 
report to your new squadron as a 
greenhorn right up until you get 
into your plane. It's a poor show 
chaps, but from then on In 
Overlord is a bit of an under- 
achiever. If you like flight 
slms, you'll love the inter- 
minable pixel chasing and will 
doubtless also be slobbering at 
the thought of bombing airfields, 
bridges and train-busting etc. But 
ile the scenario and all the missions 
in Overlord are new, once airborne, 
the game plays almost identically to 
the rather ripping Reach for The 
Skies, (now back from leave at a bud- 
gety £14.99) despite Overlord's 'com- 
bat lock' facility which, I'd suggest, only 
connoisseurs will appreciate. There's an 
'accelerated mode' which allows you to fast-forward to 
good bits, and a 'Scramble' option which lets you bypass all 
strategy, but as both these options also appear In the 
Her game, (which incidentally has more planes for you to 
fly) Spitfire virgins can get as good a ride at half the 

with RFTS. Okay, if you're a bit of a Biggies, then the 





... and who wilt eoom 
triumphant from this 
dame of de*«V. ? 




deadly Mr Molders himself would be hard-pressed to 
dissuade you from essaying the pleasures of own- 

A 111.- 



ershlp, so I'll say nowt more; but personally I'd like 
to see this sort of game pander more to the imag- 
ination and less to the flying training manual, 
lord Is engaging, but it isn't fun. It doesn't 
your palms sweat. If you want to know what it was 
really like to fly a Spitfire, read Richard Hilary's The Last 
Enemy, or hop over to Ouxford on a flying day. 
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Overlord kangaroos a fair bit on non AGA 
machines, at the screen updates rather jerkily. 
The disk swapping, however, is not too bad. 




RETRO THING 




Look out pantomime-goers, it's a huge unrealistic brown horse, and it's going to eat you! 
Not really, it's just Andy, Matt and Harry looking back at the year from inside a big sack 
because they've completely run out of ideas. Ah, but which one is the arse? 
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POOOOOOOO-EY! 

Games I slagged, while the PR 
blokeys bragged. 1.) Prey — An 
Alien encounter: the first, and 
worst, game I reviewed for The 
One- 2.) Lost Action Hero: loose- 
ly based on the film, i.e. wood- 
en. 3.) Charlie J Cool: loosely 
based on a good game. Very 
loos*ly. 4.) Batman Returns... 
and then buggers off again, 
pretty sharpish. 5.) Dracula: it 
sucks. Poo. 
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.WHILE FROM THE DEEPEST 
PIT OF HELL 



THOSE AMAZING 

STATISTICS 

•This December the average score 
for a game was an amazing 85%! 
•In March it wai a doleful 63%! 
•The softie with the highest aver- 
age mark wjs Renegade with 91%. 
But they only rleased two games. 
Ruff and Elfmani: And both scored 
91% So that wasn't too hard. 
- The softie with the lowest av. 
.core was Almathera with 17%) The 
snag, statistically speaking, is that 
they only released one game. Prey. 
Christ, it was arse. 
■This is the second time in two 
years we've done this giving us an 
avenge score of 100% year-on-year 
•VAT on Fuel is 100% larceny. 
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WHILE FROM THE DEEPEST 
PIT OF HELL 



■This December the average score 
for a game was an amaring 85%! 
'In March it was a doleful 63°>( 
■The softie with the highest aver* 
age mark was Renegade with 91%. 
But they only rleased two games. 
Ruff .tnd Elfmania. And both scored 
91%. So that wasn't too hard. 
■The softie with the lowest av. 
score was Almathera with 17%1 The 
snag, statistically speaking, is that 
they only released one game. Prey, 
was arse. 

second time in two 
ve done this giving us an 
average score of 100% year-on-year. 
•VAT on Fuel is 100% larceny. t 



UPDATES...UPDAT 



Updates! Updates! Updates! Yes, as the festivities come to a bulging head. Matt, Andy, 
and The Kids From Fame bring you the latest in CD32 and A1200 remakes. Go on Bruno 
— tickle them ivories. Dance Leroy, dance! 

MARVIN'S MARVELLOUS ADVENTURE 

CD32 • 21st Century • £29.99 



I'm a bit disappointed folks. Not 
by the game, incidentally. Oh no, 
I actually think Marvin is a very 
good platformer, it's just that origi- 
nally I was going to do the main 
review for the issue, and having 
played about with some early test 
versions of the game on C032 was 
ready to turn up the volume and 'get 
down' to the funky dance sounds. 
Unfortunately, the designers decided 
to pull out what had been the main 

An apple ■ day keeps the cute little 
fella up a tree. 



game tune, and use that in the intro 
sequence, substituting a more cute, 
almost Erasure-like thing for the first 
levels. I must say that this is nowhere 
as good as the way things were orig- 
inally, but there you go! Bad call. 
Anyway... 

I've homed in on the music here, 
because side by side with the A1200 
version, there aren't really that many 
changes apart from the groovy tracks 
that accompany the play. There are a 
number of tunes, and though they 
tend to just cut out suddenly rather 



than implement any sort of fade, 
they're all pretty good (and can be 
listened to on a standard CD player. 
If you're really sad, obviously). Anoth- 
er missing moment from the test ver- 
sion is the blinding guitar riff and 
"Marvellous!" shout that burst forth 
at the end of each level. Once again, 
I'm afraid to report that it's been 
replaced by a simple 




cutesy plink-a-plonk-a. Shame {\ 
those tears away, young man. 
Harry). 

The only other point to be rati 
with the CD32 version, is the drl 
ence it makes to the "instincth 
of the play using the joypad. 
Century deserve a large saucer 
milk and bread for having 
aged to make things at 
as easy as possi 
with all of the 
ous moves ha* 
a button of 
own. Er... 
done. 
So it has 
be said 
other 
the al 
mentiom 
features, 
all pretty mi 
like that 
Nuttall fella said 
page 46, with 
^t0*~ fashioned but cl. 

platform fun to be found 
over the shop. Definitely one of 
better 'true' platform games to have 
appeared on the CD32 to date. [MB. 

OVERALL: 83% 



BUBBLE AND SQUEAK 

A500 • Audiogenic • £25.99 




ut at least, thank god, some 
angel of mercy prevented 
Audiogenic from calling it 
Bubble n' Squeak. Because then 
there really would have been trouble. 

Bubble and Squeak, as the erst- 
while Mr Byron (or, at least, Mr Byron 
the erstwhile editor — Haz.) so elo- 
quently pointed out, follows a rather 
similar storyline to Bubba V Stix — 
a game which the angels of mercy 
overlooked, obv. Bubble, the brains 
of the duet, is a little boy. Squeak is 
blue and furry, possessing about as 
much brains as said Stix, or indeed a 
stick, and hence has to be molly-cod- 
dled around like a sheepdog, er, 
rounding up sheep. And that's the 
basis for this theoretically simple, but 
practically brain-taxing and frustrat- 
ing puzzler. 

This A500 conversion is identical 
in all respects to the previous At 200 
game, save for the graphics which 
are slightly more pastelly with fewer 
colours. But it's not that noticeable, 
and certainly doesn't detract from 
^ an otherwise enjoyable romp. 
I The box blurb quite rightly 



bleats that it's a platform game, a 
puzzle game and a shoot-'em-up 
rolled into one. The platfor- 
mular bits come from 
leading Squeak 
around the purple 
knobbly land- 
scape, the puz- 
zles stem from 
Squeak's inher- 
ent thickness, 
and his stub- 
bornly refusing 
to jump at cer- 
tain points. 

I might mention, ^ 
at this point, that his 
stubbornness bugs me. 
It's like dragging around an 
unwilling dog on its leash, because 
while Squeak is usually very good at 
walking to heel, he sometimes refus- 
es to jump to even the shortest gap. 
And when he does, you know there's 
a puzzle looming. 

There are shoot-'em-up parts, inci- 
dentally, but they come when you 

...turning until both sides are crispy 
Serve and smother In brown sauce. 



collect a submarine token, sending 
you to a horizontally-scrolling under- 
water scene to shoot some fish and, 
er, the evil Kat-o-Nine-Tails. The old 
game Nebulus had something simi- 

Take some cold mashed 
potatoes, cooked cab- 
bage, carrots and 
onions, and fry In 
a little oil... 




lar, if you remember. 

Bubble and Squeak won't win an» 
awards for brilliance, but it's got 
good, solid puzzles, decent graphic: 
and a nice shooty bit to give you- 
brain a rest. It's been out for a while 
on the A1200, but this new version 
will keep the A5/600-owning kids 
happy at Christmas. IAN] 

OVERALL: 84% 
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UPDATES—UPDATES 



BUMP J I\T BURN 
CD32 • Grandslam • £29.99 



VITAL LIGHT 

CD32 • Millennium 



£29.99 




Though Bump N' Burn is a 
welcome addition to the 
ever-growing CD32 library, 
having received Roadkill, a won- 
drous example of how good racing 
games can be. it has to be said that 
the old Bumpster now comes over as 
a bit lacking as far as a CD product 
goes. Sniff. 

As far as new features go, you 
now have a different theme tunes 
for each track, some being okay-ish 
decent to drive to. some being 
extreme crap of the highest order. 
Before each track type you're also, 
er. treated, to a 'wacky' commenta- 
tor voice over, telling you about the 
dangers of the next race and trying 
to be funny. I'm 'reliably informed' 
that the actual actor used is very 
good (the star of the CD Dream Web 
apparently) — it's just the script 
that's pap. All I know is 
that it's all very 
embarrassing, and 
the sort of thing 
you want to 
avoid at all 
costs. 

Other than 
that, the game 
certainly prof- 
its from the CD 
as far as speed 
of play, and by 
that I'm really talk 
ing about the amount 
of time that was spent 
disk swapping in the floppy 
original. There's also the addition of 
the joypad buttons to think about, 
which, though not really making 
things any easier than the joystick 
was (i.e. it was never a problem), do 
give you a more 'in control' feeling 
— activating power-ups and firing 
weapons etc. 

So, apart from CD music (which is 
poor and annoying — Harry.) things 
are much the same as before, and 

Red sky at night and. look, the sheep 

are alight 



Pull over Mavis, love, I want to take 
a leak behind that apple. 

though Bump 'n' Bum won't knock 

your pants off, it's the closest thing 

we've got to Mario Karts. Of course, 

as far as I'm concerned, there's no 

real reason to play this now that I've 

got Roadkill (have I mentioned that 

game before?) |MB] 

OVERALL: 82% 





Curiouser and 
curi outer." 
thought Alice 
at nor fringe 
enveloped 
the verger. 



Vital Light. And what could be 
more vital than light, I ask? 
The green of the grass, the 
glint of a tear in a small child's eye, 
the very fire of life itself. And the 
thing that stops us from bumping 
into things, of course. As it happens, 
this puzzle game from Millennium is 
not vital. It is, however, almost nec- 
essary in a 
Tetr/s-esque 
kind of way. 
having had a 
shortage of 
Tetris games on 
the Amiga. 
Since, er, Tetris. 

But unlike the 
console Tetris- 
variants 
Columns. Super 
Tetris et al, Vital 
Light moves suf- 
ficiently away 



Too bad she won't live, but then 
again, who does'. 

screen under your control. Hit fire 
and a burst of light, coloured 
depending on the orientation of the 
disc, shoots skywards up the tube 
towards a bunch of marauding, 
square aliens. 

The aliens attack in groups of two 




from actually 'being' Tetris to be 
classed in a genre of its own. This 
'new' genre could be called 'Space 
Invaders crossed with Tetris', if you 
like, because that's exactly what it is. 

A small metallic disc, adorned with 
the colours of the spectrum, floats 
horizontally at the bottom of the 




Choose from any one of the exciting 
heads shown. 

or more, each of a different colour 
to the chap next to him. Shoot one 
and he'll change in hue — and if he 
matches his friend, they will both 
explode. Some of the aliens like to 
form In huge squadrons of ten or 
more, so they survive for longer and. 
hopefully, make it to the bottom of 
the screen and fulfil their ultimate 
aim: to destroy you. 

Of course, your spinning disc Is 
well up to the challenge, as long as 
you're not colourblind and your 
brain can handle more than one but- 
ton at a time on the joypad. The 
speed and complexity of the alien 
formations increases as you get on 
in the game, testing the well- 
designed control method, and other 
sundry aliens float about as both a 
decoy and a few welcome points for 
a quick bag. It's not an instantly- 
appealing game, but the bright 
graphics, sampled voices and catchy 
title music mean once you become 
hooked you'll find yourself going 
back to it again and again. 

OVERALL: 81% 
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Why not warm the cockles of your Amiga's drive with some cheap and oh-so-cheerful 
games this Michaelmas? Allow Matt and Harry to poke through the embers and stoke up 
a fire in your pocket that will never go out. 

DOGFIGHT 



To land the shuttle, simply press the grey button 
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SHUTTLE 

Hi! 5^u^^£U."g 




ilium imim 



CD * Die * D 



■ f games were made to go to 
I school, Shuttle would be the 
■ class swot. While Ruff 'n' Tum- 
ble sat at the back throwing ink 
pellets, farting and 'mmm-ing' to 
put off Mr Pants the maths teach- 
er, and the other pupils tried to 
impress Gem-X by staging mock 
fights. Shuttle would be sat right 
at the front, doing its homework 
and asking all the right questions. 

You see, on paper, Shuttle 
would get a little gold star. It 
accurately simulates one of 
NASA's pride and joy, and allows 
you to take the beast on test 
flights and up into space with a 
series of set missions. But 
although the game would pass alt 
its A-Levels, it would be crap at 
football, because it is, quite sim- 
ply, utterly, utterly unplayable. 
Utterly. 

The fact of the matter is, space 
shuttles aren't the kind of things 
you or I could handle in real life, 
so for a simulation to be any fun 
it would have to be drastically 
simplified. But Shuttle isn't. There 
are more dials and gauges in this 
game than all the other 
flight sims put together, n 
And that, for me, doesn't V 
make the thing entertaining 
— which is the point of a game 
in the first place. 

Nope, you'd be better off play- 
ing a manual — that's the most 
accurate analogy I can come up 
with. And the pretty-but-slow 3D 
graphics engine doesn't help. 



So the programmers should get a 
pat of the back for being so clever 
and cramming an entire shuttle 
onto a couple of floppies. But a 
smack in the gob for being smart- 
arses and missing the point entire- 
ly. The old Dragon 32 game I played 
as a kid was much more fun. [MB] 




icroProses year-old game 
■Iff H ''• - 1 straightforward beat- 
IHI Hin up with one subtle 
difference: the combatants are ugly 
women. With six gruesome bitches 
to wrestle with, and a variety of spe- 
cial moves at your disposal, it's your 
job to rearrange the faces of people 
you wouldn't consider snogging 
even if it was for a slice of Dairylea. 

Actually, that's a lie — but it's a 
damn sight more interesting than the 
real game which Is, to put it bluntly, 
crap. Even at this price. 

The idea behind it is interesting 
enough. Twelve planes have been 
plucked from history for you to get 
to grips with. There are a variety of 
missions to tackle, each historically 
accurate (or so it says here), and each 
suitably different enough to warrant 
inclusion. Spitfires, MiGs and other 
much-loved aircraft can be flown, 
and each supposedly handles as it 
would in real life. 

But by far the area with the most 




potential is the 
'What If?' section 
which allows you 
to taken on any of the 12 aircraft in 
another of your choosing. So, a WW2 
plane could be pitched against a 
super-modern aircraft, and the 
results are sometimes surprising. 

Okay, so far so good. But where- 
as Dogfight should be an airborne 
scrap the likes of which we've never 
experienced before, it actually turns 
out to be very dull. The 3D routine 
is sub-standard compared to Micro- 
Prose's other sims, and the action 
itself amounts to little more than lin- 
ing up a few pixels in a cross-hair. A 
real missed opportunity, sadly. |HA] 




Hit Squad £14.99 




With Overlord falling smack 
bang into the category 
marked 'Pretty Good', it 
comes as some surprise to find that 
the flight sim Rowan Software cre- 
ated previously is a damn sight bet- 
ter, and now even cheaper. 

It's back to the days of the 
Battle of Britain, where 

iHh^y s) tne War was 

decide purely by 

^ the pilots' 
courage and not by 
who had the best 
lock-on facility 



and the most intelligent missiles. 
You can play on the good side (the 
British — obv.) or the bad side (the 
Germans — boo!) and take part in 
simple one-off missions or the 
entire campaign. Strategy buffs can 
even play a bigger part in the 
deployment of reserve planes to the 
different airports over the country, 
but it's all pretty basic stuff and not 
worth bothering with unless you've 
got no friends and lots of spots. 

The 3D routines stand up sur- 
prisingly well to today's flight sims. 
On an A600 it chugs along nicely, 



but on an A1200 it's positively 
beautiful and the shading and shad- 
ows give such depth to the various 
views that it's hard to believe that 
the game is almost two years old. 

In fact, I'd go so far as to say that 
Reach For The Skies is the third best 
flight sim on the Amiga. If you've 
played Knights of the Sky to death, 
and Combat Air Patrol is a little too 
modern for you then this is certain- 
ly well worth a few quid or 1 5. [HA]. 
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PowerPlus £16.99 




PGA TOUR GOLF PLUS 

Hit Squad £14.99 



Luminous pants are 
a golfing temptation 
to be avoided! 




It's come to my attention that 
some software companies scour 
reviews for small quotes they can 
stick on the back of a game's box as 
some kind of unofficial endorse- 
ment. With this in mind. I have the 
following to say: This is the best golf 
game there is... excellent. 

Oh. Glancing at the bottom of 
PGA Tour Golf's new budget pack- 
aging reveals that some former col- 
league has got there first and 
uttered the exact same phrase 
(which is why I said it too — it was a 
joke, you see). Surely this is mislead- 
ing. By my reckoning, the game is 
over four years old, and the quote 
probably isn't valid any more. After 
all, everyone knows the best golf 
game is PGA Euro Golf. 

Still, if you haven't got the cash 
to snap up the more polished ver- 
sion, now's your chance to pick up a 
little slice of gaming history with the 
added bonus of three additional 



courses for a more than reasonable 
price. Yum! 

PGA Tour Golf is simple stuff. The 
interface is clear and intuitive, but 
not so intelligent It does all the work 
for you (a problem that plagued 
Ocean's 'Winona' Ryder Cup Golf). 
The graphics, too, are pretty basic, 
but that's no bad thing as many golf 
games — and MicroProse's springs 
to mind here — have been too ambi- 
tious with the visuals and slowed the 
whole thing down. Nope, PGA Tour 
relies purely on payability. Which is 
what makes it so excellent. 

At this price you'd be daft to miss 
PGA Tour Golf. Since its new appear- 
ance, it's certainly had us hooked 
and even on some occasions more 
participants than a league of SWOS. 
And you can't recommend some- 
thing more highly than that. [HA] 
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What on Earth is the world 
coming to — almost 17 
quid for a budget game7 
Blimey, in my time full-price games 
cost less than a tenner, and the bud- 
get classics were £2.99. And they 
were better than this modern rub- 
bish you lot call 'entertainment'. 

In honesty, they weren't. And 
f 16.99 for what remains one of the 
best graphic adventures on the 



Amiga is not a bad deal, especially 
when you consider that it comes on 
II disks — surely a record for a 
game this price. 

Following on almost directly 
from the original. Monkey Island 2 
is bigger and better in every way 
than its predecessor (which, for the 
record, came on only four disks). 
Once again Guybrush Threepwood 
is the hero of the tale, and once 



Oiv* Pick up Us* 
Op+n Look at Push 
Clos* Talk to Pull 



again the evil pirate LeChuck is 
causing all the problems — only this 
time the fiend is a ghost) 

Although the disk accessing Is 
sometimes frustrating, Monkey 
Island 2 is almost perfect. With the 
recent glut of graphic adventures, 
I was expecting to find that this 
LucasArts classic a touch dated, but 
if you made the user-interface a bit 
more intelligent this could be 



1 challenge Anneka to 
completely re-build 
the town of 
Trondheim. With her 
bottom. 



released today at full-price. 

With imaginative puzzles, a 
choice of difficulty levels and 
humour in abundance. Monkey 
Island 2 is the perfect game to wile 
away those Wlntery evenings. The 
message here Is simple: if you don't 
get it, you're a complete spaz. [MB]. 





A nice little software prize, in 
the shape of our copy of 
this very game, to the clever 
reader who can tell me which giant 
of Be-bop (that's a kind of jazz, pop 
addicts) wrote the memorable tune, 
entitled 'A-Train'. Got that? Okay. 

God games, though. They're great 
aren't they? I mean, I like nothing 
better than to look down on the rest 
of you buggers from atop Mt. Olym- 
pus, a-dabblin' in your affairs, a- 
stealin' your girlfriends and general- 
ly metamorphosising into interesting 
waders, including, on one memo- 
rable occasion, a spoonbill. 

No but seriously, when a game's 
got a Maxis pedigree, then the gods 
themselves do tremble. And A-Train 
was a particularly cunning attempt 
to steal the sacred Signal Box of 
Dreams from Hornbius, god of rail- 
ways, because unlike the company's 
previous offerings, it didn't have the 
word 'Sim' in the title — which was 
odd. because that's exactly what it 
was. Crazy -bonkers, eh? 

When A-Train was released, it 
went buffer to buffer with Micro- 
Prose's Railroad Tycoon, and won. 
It's been out on budget afore, (The 
Hit Squad wanted f 1 7.99) but this 
time it's Maxis itself which has re- 
released the old choo-choo, (at a 
plumb loco £14.99) to co-incide with 
the second (or is it the third?) com- 
ing of several other things which it 
has but newly-budgetised under the 
'Sim Classic' label, to capitalise, no 
doubt, with the release of Sim City 
2000 on the Amiga (see our review 



on page 68). But this time you also 
get a free two disks-worth of the A- 
Train Construction Set, which allows 
you to edit your terrain as well as 
your trains, instead of just sticking 
to the set game scenarios. 

So what's it all about? A-Train 
combines the classic, er... Sim Clas- 
sic business of masterminding a 
metropolis, with the creation of a 
transport system (the trains bit) and 
financial wheelin' and dealin' on a 
stock exchange. The game scenario 
is that at some time in the not-too- 
distant future (i.e. next week, prob.), 
the transport system has encoun- 
tered 'smell-lock', and no-one can 
move for all the pollution and stuff. 
Governments act and ban the use of 
all vehicles which rely on the infer- 
nal combustion engine, leaving the 
railways with an effective monopoly. 
In short, politics fans. John Prescott's 
dreams have come true — or have 
they? 'Cos what remains. John, is 
not a nice big state monopoly, but a 
commercial free-for-all in which you 
endeavour to emerge as Isambard 
Kingdom Brunei rather than good ol* 
Casey Jones, who though undeni- 
ably fab at a 'steamin and a rollin', 
couldn't add-up for toffee, and 
never wore a pin-stripe. 

A-Train is hard; not in the sense 
of punching someone lots and hav- 
ing eye-catching tattoos, but in the 
sense of 'a bit of a bugger to win at'. 
Ah. but then who said it was easy 
being immortal? (HA). 

89% 



hen a third- 
party publisher 
decides to 
release a compilation, it Is 
t usually forced to take a 
package from another 
software house and 
therefore inevitably to 
w ■ comprise with a mixture of 
A and B-grade titles. Thus, 
the comments from many 
reviewers tend to read: "Gener- 
ally a good compilation, but only 
really worth buying if you haven't 
got so-and-so." 

Well. I can firmly state that this 
Beau Jolly release breaks all the 
rules. In fact. I'd go so far as to 
declare it the best compilation I've 
ever come across, and one that's 
worth buying even if you have 
three out of the four titles includ- 
ed. Wow, eh? 

Let's kick off with the 'weakest' 
of the bunch — a game that's still 
worth the 84 percent we gave it a 
year ago. Converted from the pop- 
ular Williams coin-op. T2: The 
Arcade Game is a shoot-'em-up 
very much in the Operation Wolf 
mode. Split Into several distinct 
and taxing missions, it's your job 
to stop the rampaging Terminators 
from travelling back in time and 
taking out John Connor (who. as 
fans of the film will know, is des- 
tined to become mankind's saviour 
after the nasty machines take over 
the Earth). 

Converted by Probe, who with 
this and Mortal Kombat proved 
that it was possible to convert a 
decent arcade game to the Amiga 
with a negligible loss of quality, 
T2: The Arcade Game is an enjoy- 
able blast. The graphics are finely 
polished and the music and sound 
effects help drive the game on 
nicely. But it's the relentless non- 
stop action that really grips, with 
only experienced gamers standing 
a chance of getting very far. 

Next comes The Chaos Engine, 
arguably the best top-down shoot- 



'em-up the Amiga has ever seen. 
Presented with the now-obligato- 
ry Bitmap Brothers spit and polish, 
the game places you and a second 
player (either computer- or 
human-controlled) in a series of 
puzzle-based missions, where 
secret rooms and hidden areas arc 
an integral part of the action, 
rather than superfluous fillers. 

I reckon chubby Dave Upchurch 
under-rated this when he first 
appraised it, as its score should 
have been at least well into the 
90s. And it's still tops even today. 

Cannon Fodder 2 has just been 
released, but in honesty this pre- 
quel is slightly better mainly 
because the missions aren't any- 
where near as hard. A set number 
of troops are at your disposal, and 
it's your job to take out any enemy 
soldiers, buildings and vehicles 
using machine guns, grenades and 
anything else you can lay your 
hands on. A year on, this still 
remains one of the best arcade 
games on the Amiga. 

Sitting alongside these three 
shoot-'em-ups is The Settlers, Blue 
Byte's enchanting god game. And 
—yes! — it's the best of its genre, 
mainly because it's so damn cute. 
Once you've constructed a few 
buildings, it's hard not to sit back 
from your monitor and marvel at 
the fully-functioning community. 
Fishermen, woodcutters, foresters, 
knights... all these and more can 
be found in the game, and each 
has individual traits that dictate 
how they go about their business. 

At £34.99, this Beau Jolly com- 
pilation (which, interestingly, has 
no name) is a blimmin' bargain. 
Every single one of the games 
Included Is one of the top games 
on the Amiga, and even if you're 
missing only two, I'd advise you to 
part with the cash. [MB]. 





"Mornin" J#thro". 
"Momin' Tom". 
"I M*> Vitor stayed up at 
tha btg hou»» again last 
night. 1'Un'l natural". 
"Ay* . Bustards ara 

Ay* • • . 
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Christmas is a time of 
tips, of hips and haws 
and saline drips, 
when noses glow like 
fairy lamps and 
tongues adhere to 
festive stamps, when 
antlers on the 
reindeer butt and 
knobs on doors are 
twisted shut, when 
candle wicks are 
touched with fire and 
holly prickles with 
desire, and when at 
last the Yule log 
comes, my favourite 
tips are in The One. 
(Help, let me out). 









of 7 men then do the rescue before fin- 
ishing !he other objectives and collect 
all 7 men. Also, before you finish the 
last objective in a mission make sure 
you've got as much ammo on board the 
Zeewolf as possible, because unused 
ammo gives you more points at the end 
of the mission — and extra points bring 
you closer to that extra life! Enemy 
frigates are armed with turrets that 
either fire homing missiles or shells — 
both of which are deadly if the turret 
gets a bead on you. The turrets, 
however, have a limited 
amount of traverse, so 
always attack them 
from behind because 
the turret can't turn 
right round. 

There's an extra 
life to be found on 
mission 26: Brass 
Rubbing. In one of the 
domes you'll find a 
replica Zeewolf; pick it up 
on the winch and carry it back 
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you start the mission find yourself on a mission with no 

you'll find that all the weapons left and therefore no way to 

mystery disappears complete the mission, 
because the exact loca- Take care of payloads. If you're car- 



bon is marked on the tac- rying a payload don't go bashing it 
tics screen. about All payloads can be destroyed if 



to the carrier to receive an extra life. Be careful when shooting open you bounce 'em on the ground too 

Make sure you read the briefings bunkers and barracks. Once the doors much, and if you lose one it can be dif 

properly Often you'll find that rescue are blown open, stop firing. There is the ficult to complete a mission (mission 8. 

details haven't been included on the risk that you can destroy the building if Where the Buffalo Roams for example) 
tactics screen, and it can be infuriating you keep firing before the little man 

to fly around a landscape waiting for has a chance to get out. Obviously, MISSION SPECIFIC TIPS 

the mission to end because you've for- if you've rescued enough men for th.it ^^p* One of the most difficult 

gotten how many men you're supposed particular mission and are feeling ^**\. missions to tackle is mission 

to rescue. mean, then go ahead, kill as many of , 22. Berserkers. In this mis- 

In order to mate a lone king with two 'em as you wantl sion you're given two 

bishops it is not only necessary to drive Remember that you lose Buffalo* on the deck of the carrier and 

the opponent's king to edge of the weapons when you die, so it it • you have to destroy three enemy bases, 

board, but also into one of the corners! looks like you're going to lose W Each base contains a dome. 

Sometimes the briefings will indicate a life on a mission, don't over- Normally, with two Buffalos things 

that you have to do a particular job load the Zeewolf with weapons you should be pretty easy — just hover 

(maybe a rescue, or destroy a particu- may not get the chance to use. This is around the Buffalos while they trundle 

lar enemy) at one of several sites. Once particularly important because you can about taking out the enemy. 



MISSION SPECIFIC TIPS 

n^^^** One of the most difficult 
!!? ■* missions to tackle is mission 
f 22, Berserkers. In this mis- 

sion you're given two 
Buffalos on the deck of the carrier and 
you have to destroy three enemy bases. 
Each bast contains a dome. 

Normally, with two Buffalos things 



— — - i Unfortunately this isn't going to 
work on Berserkers because the 
enemy will target your Buffalos 
before you. and will take them 
out in double quick time. 

But there is a way to complete 
the mission because in the first 
dome (directly to the south of 
your start position) you'll find 
another Buffalo Use the Buffalos 
on the carrier to take out the 
defences at this first base, and 
blow open the dome to release 
the third Buffalo. It's this third 
Buffalo that's the key because 
W the enemy don't target this one 
^ and it can therefore trundle 
around quite happily and take 
out the other bases. Another 

toughie is mission 24. 

Hippodome. Here you start the mission 
with very limited ammunition (only 50 
cannon). Just to the north of your start 
position is a blue dome with a Camel 
resupply vehicle inside. The dome is pro- 
tected by a Hippo The ammo on board 
is enough to either take out the Hippo 
or the dome, but not both, so what you 
have to do is get the Hippo to take out 
the dome! 

Position yourself so the dome is 
between yourself and the Hippo, and 
while keeping in range of the Hippo (if 
it's tn your gun camera then you're in 
range) put your gear down and keep 
sort of hopping up and down behind 
the dome. Eventually the Hippo will 
start firing at you and eventually some 
of the shots will hit the dome and blow 
it open Once this happens, lift your 
gear and take out the Hippo before 
docking with the Camel and loading up 
with loads of lovely ordnance! 
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LEVEL 3 

Several creatures need to be killed 
before you can start exploring this level, 
so make sure you have weapons and 
spells ready. Try not to hang about in 
one place (or too long, and if things get 
rough head for the 'Sanctuary' room (to 
the West) to rest your characters. 

Go to location X: 1 001 2 V: 1 0007. this 
switch will turn off the pit at X: 10020 
Y: 10003 giving you access to several 
rooms. Search the walls for illusions. 
Hack down the door to the cells and 
search for a switch. Search the grate at 
X:10018 Y:9999 and you will find the 
scroll of light. Go to the floor switch at 
X:10008 Y:10006 and turn on the wall 
at X: 10005 Y: 10004. p&&mo»J# 
now click the switch at K^fc A ? 
X 10006 Y: 10003 to turn E S3 • 
on the Fireballs, now go R Q 
back to the floor switch 6 " . 
and stand on it. The fire- B ) S j 
balls will destroy the R * ! 
door at XI 0007 Y- 10004 ■ 
and kill the creatures BBf=re<s4 
inside When the crea D 

tures are dead stand on B j 

the floor switch again to frii'iffffirTmfi 



turn on the wall, now get the sacrifi- 
cial knife from the room. Once you 
have found the white pearl key take 
the knife to the long corridor with the 
moving pit and place it on the shelf 
after removing the scroll. 

To gain entry to the Guardroom 
climb down the moving pit in front of 
the door, search the guardroom and 
you will find a black pearl key which 
will open the door to the Legions of 
Death. 

Switches can also be found at 
these locations:- (X:10019 Y:9996), 
(X:10007 Y:9992), (X;10006, Y:9995), 
(X:10009 Y:1008). 
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First open the wooden door to the 
South and go into the room. Get the 
lightning scroll and scribe it. Examine 
the pillar in the centre of the room and 
you will find 4 switches, press them in 
this order:- First press the one on the 
West wall, now press the one on the 
North wall. The War Orogs door will 
now be open. 

Go into the War Drogs room and 
examine the pillar. Press the switches 
in this order:- First press one on the East 
wall, now press the one on the South 
wall. Now go back to the first room and 
you will find a passage that leads to the 
Armoury. Go past the Armoury and 
press the switch at X: 10022 Y: 10008, 
this will reveal a short passage leading 
into a large hall with pits and twisters. 
In the hall go to X:10014 Y 10012 and 
walk forward through the illusion, turn 
left and go to X10018 Y: '001 3 and 
press the switch on the West wall, the 
wall at X:10014 Y10007 will now have 
moved allowing you to explore the rest 
of the hall. 

The pit at X: 1 001 0 Y: 1 0008 is an illu- 
sion. Walk over this pit and go to 
X:1 0008 Y: 1 0006 and press the switch 
on the South wall, this will open the 
'fountain of healing' door for about 1 2 
seconds. In the 'Fountain of healing' 
room press the switch next to the door, 
this removes a pit at X: 1 0008 Y: 1 001 2 

Go to X;10006 Y:10014 and press 
the switch on the East wall, this will 
turn of a pit at X:10013 Y:10013 and 
allow you to get the granite key from 
the shelf. Use the granite key to open 
the stone door at X:10007 Y:10015. 

Go down the pits in the hall to find 
2 switches which remove a wall near 



the 'War Drogs' room. Use the tele- 
port in this room to get into the 
Armoury. 

At 'Launch' throw an object down 
the right hand side of the of the cor- 
ridor over the pit, this will turn of the 
second pit to your left. Now press the 
switch two locations to the East and 
take the breastplate from the shelf, go 
back into the hall an search the north 
wall for an illusion which hides a 
mighty axe. 

After taking the axe go back to the 
'War Drogs' room at the start of the 
level and get the Scroll of Confusion 
and the Agate key from the secret 
room. By now you should have 4 coins 
collected from the previous levels. 

At the 'Wishing well' do not throw 
the corns down! Put the Gold coin in 
the cursor and climb down using the 
rope. When you land quickly drop the 
com on the small floor switch to the 
Northwest. A pit will now open drop- 
ping you through to the next depth. 
Turn around 1 80 degrees and you will 
find an entrance to 'Edrik's tomb' 

Use the Skull of teleportation to 
gam the 2-handed sword and shield. 
Take Edrik's bone from the shelf and 
identify it. Now go back to the wish- 
ing well and use the rest of the coins 
to get to the bottom of the shaft. On 
depth 9 place the last coin on the 
floor switch to the Southwest. 

Now find the illusion in the East 
wall and press the switch before tak- 
ing the teleport The pillar at X: 1 00 1 9 
Y:9999 near the entrance to the wish 
ing well will now have been removed 
revealing 2 rooms containing spe- ✓ 
cial items. / 




lie benefit. distance. No moderate-to-large army 

Consider using grain when you are should be without them. Use knights 
starting out. It's the cheapest crop to if you can afford their wages and their 
get involved with, although it is labour doubled protection cost. 
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Fighting a ground army — 

Surround enemy fighters with more 
than one fighter to attack from differ- 
ent sides. Attempt to lure the enemy 
into a marsh, and attack from the edge. 
Use knights to outrun or outflank the 
enemy. Use archers at the start of the 
battle. Keep archers out of hand-to- 
hand combat with defending infantry, 
or they'll stop firing to attack. If you can 
lower the enemy's morale from a dis- 
tance through the use of archers, you 
may be able to cause the enemy to rout 
without getting hit once. 

Eliminate enemy archers quickly if 
you can. Watch your morale. 

Assign builders to make towers or 
ladders. Hopefully in your third turn, the 
walls will have been partly destroyed so 
that you can place your newly built 
weapons on them. 

Try to attack from a number of fronts 
at once. The castle's defenders are divid- 



ed evenly amongst your attacks, so the 
fewer attacks you make, the more 
defenders there are for each one. 

When filling a moat, you should try 
to fill an area wider than one square. 
Larger openings allow you to place 
more fighters, ladders and towers on 




^ — — — - Defending against a siege 

If your forces are large enough, and If you plan on sallying forth, garrison 

you placed a gatehouse in your cas- your castle with some armed troops. If 

tie, consider taking on the enemy in you don't, then don't waste weapons 

a battle but be careful - you don't inside the castle walls - use peasants 

know what the enemy is armed with instead 
until you attack. 



the castle. 

When attacking a castle with fight- 
ers, ladders and towers, try to avoid 
locations that are one square away 
from a tower, keep or gatehouse as 
these structures give the defenders a 
bonus when repelling your attack. 



-j* Your intrusion into our county 
f| is unwanted, please withdraw. 
Off** 9*f* of croums to county. 
1000 Q 5000 □ 10000 □ 
Clicfe right to ignore envoy. 




Parting tips - 

Make alliances to divert some players' 
attacks from your territory This may 
allow you to leave some borders less 
strongly defended ■ if your enemies 
can be trusted. 

Adjust your seasonal tithe only by 
small increments, and watch its effects 
on happiness carefully. If all your 
counties seem to be going sour at 
once, try lowering the tithe. 

When attacking o county, it's good 
to wait for a season in which there is 
a merchant present If you succeed in 
capturing the county, the merchant 
may allow you to repair some of the 
damage done in the attack 

When you can afford it, you may 
want to build additional grain stock 
piles in each of your counties. Then, 
you won't have to worry about feed 
ing any armies that pass through your 
land the grain can take care of them 



Getting started 

First of all check your soldiers 
and sack any thai have a 
firing accuracy of less 
than about 60- Keep i /A 
hiring and firing sol- ^^^^^ ft 
diers until you have 1 0 ^Bt 
good marksmen. 
This may take some ^ 
time but don't worry. 1 M 
The funding coun- 
tries won't kick up a 
fuss as long as you shoot down j 
the UFOs with your interceptors. B) 
By the way, you don't have to go ^ 
for every UFO with yourB| 
Skyranger - the larger ones are ' . 
the most worthwhile. 

Buy three Avalanche launchers 



ENEMY UNKNOWN 



Mind games 



and missiles and equip your intercept If you are too successful, the aliens will 
tors with Avalanches only. They are start attacking your bases. Sometimes 
undoubtedly the most efficient. While they terrorise cities as well so just send 
you're at it, buy some Electro Flares and out your Skyranger and get rid of them, 
put them on your Skyranger. They come The aliens can only mind control your 
in handy for your graveyard shifts. soldiers if at least one alien can see 
As for your soldiers, equip them with them. There are three types of alien that 
rifles and grenades, then hire 30 more can do this: Sectoid Leaders, Sectoid 
scientists and 10 more engineers. Let Commanders and all Ethereals. 
your scientists research laser weapons Buy stun rods and try to catch one of 
technology to produce laser rifles for them alive (having built an Alien 
your soldiers. Containment first, of course.) Research 

If you still have some money left, the living alien. Now you can build a Psi 
start building your second base. The Lab and develop your soldiers' psionic 
most efficient way is to build the bases abilities, some soldiers will got mind 
roughly on the equator. If the first one controlled more easily than others, so 
is located in Florida, the second one sack them. 

should be built on the other side of the Recruit and sack soldiers and train 
globe, in India or Africa. The nent base them until you've got at least two or 
could be in Japan, on the tiny pacific three with a psionic strength of 90 or 




Tactics 



islands or in Europe. 



Meet the people — ^— 

Now you should be ready for your first 
encounter with the aliens. If you've 
shot down a UFO, save the game. If 
it's dark, wait until daybreak before 
you send in your Skyranger. If you 
can't wait, don't forget those Electro 
Flares. Move your soldiers under your 
Skyranger first and let them check the 
area. Turn them around on the spot, 
until you've covered the surroundings, 
then cautiously move them on, always 
leaving them some movement points 
for their automatic reactions. 

After a successful fight you'll return 
with lots of useful stuff. Don't sell it 
all. let your scientists research it Start 

with Alien Alloys (which leads i r 

to Personal Armour) and then „< 
go for Heavy Plasma (which "' 
leads to Plasma Beam) If 
you've already researched .jUflj 
Plasma Beam, equip your ' 
interceptors with these 
WNpOftS as soon as possible. 

Keep all elerium if possi- K 
ble, it will be important later fe*Vfl 
in the game Of course, if an [^Jfc 
alien attack on your base 
leaves you with 5000 units I 
"S. of Elerium, you can sell UjjH 

\ 4000. ' V 



more. Put your super brains on your You can use the 
Avenger or Skyranger and let them mind Blaster Launcher like 
control the aliens. Even if they don't sue- a can opener. Make 
ceed in the beginning, the practice will your own entrance 
accelerate the development of their and send your sol- 
skills. Once their psionic abilities have diers through. If you 
reached 50 or more, they can even con- don't need anything 
trol Ethereals. from the craft, simply 
Try to catch living alien navigators, shoot it to pieces 
physicians and engineers to research with four Blaster 
them. Alien navigators or engineers can Launchers and send 

tell you something about alien crafts in two or three sol- 

and their weapons or about new facili- diers to clean up the rest, 
ties for tracking UFOs. In a base, try to find th 

Finally, you'll have to catch a few room as soon as possible, 

alien commanders They'll tell you some- Blaster Bomb goes througr 

thing about ''Cydonia". Don't waste window at the side and 

your time and money with weak inter- opens a hole in the second 

ceptors. Research the Avenger, send it wall. The second Blaster 

to Cydonia and kick some alien butt. Bomb goes through this hole 
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diers to clean up the rest. vator, then go up and left or right. 

In a base, try to find the control Enjoy the explosions! Even if you 
room as soon as possible. The first don't like this form of fighting, it's 
Blaster Bomb goes through the tiny ^^^t0fT^-- wort hwhile 
window .ii the side and ^^^0^^^^' ,n 9 ' ! ' You can 

opens a hole in the second find the elevator 

wall. The second Blaster V?-^ even in complete darkness. If 

Bomb goes through this hole to the ele- you put the cursor on it, you'll see the 

— . ; ■ 1 elevator rays 

In the middle of the game, you 
WL\ \ should aim to have five to eight 

ivtfM^^fl^H In base you should 

^ have two Psi Labs, two Workshops. 

20-30 soldiers (two Avengers with 
about 10 soldiers each and 10 left 
behind to protect the base), 50 sci- 
entists and 80-100 engineers. 
Building an Avenger with only a few 
engineers takes a lot of time. 
p Above all. save the game as often 

as possible. If you lose a battle, or 
, _ something goes drastically wrong, 
you can [ust reload and try again. 




Sports Managemen 

TACTICAL SIMULATION 




REALISTIC COUNTY CRICKET GAME 




THEY THINK IT'S ALL OVER. IT IS NOW. 

FOOTBALL MASTERS 5, THE BEST OF THE REST 3 









AVAILABLE FROM ALL GOOD LOCAL RETAIL OUTLETS. 
If you K*w any difficulty in finding i stockist pirate (.ill our offit*- immediately. 

NEW TRADE ENQUIRIES ALWAYS WELCOME. 
You can also BUY any of thew famw by direct mail from ESP @ U5.M each mcl. 



ESP Softwore. PO Box 557, Southend -on-Sea, Essex. 551 2NB. England. 
TELEPHONE (01702) 600557 FACSIMILE (01702)613747 THE ONE 
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Football management is arguable more brutal than any beat-'em-up. And I'd like to 
take this opportunity to say, I love you Big Ron, please come back and kill Doug Ellis. 

L els start with some hints on how resigned, you can't v U r-rs. innu aKk ■■■■ 

to get rid of those unwanted use them again. . V iW UIC CANTQNA STfi iBUY HOD HS 

players It you have someone on The next ^^^.^EfcJilVflEEl -** vears CHMHm i resell 



Lets start with some hints on how 
to get rid ot those unwanted 
players. If you have someone on 
the transfer list, and their 'Future' box 
Indicates that certain clubs are inter- 
ested in him, look at that club to see if 
they have got a full squad already If 
they haven't, raise your wanted trans- 
fer fee to the maximum allowed, and 
add another player to a club that is bet- 
ter than your club. Add the player to 
the new club's shortlist, and look to see 
if the player is written in yellow — indi- 
cating an interest in the club. If he isn't 
interested, change the new club's for- 
mation around to include as many posi- 
tions for the player as possible. If he's a 
defender, put three central defenders, 
both full backs and a sweeper in the 
formation. It is almost certain that this 
will sway his affections. 

Now approach the player with the 
new club Bid the wanted fee for the 
player, te the maximum allowed. On 
your second bid. pull out of the deal by 
bidding nothing Provided the other 
bidding clubs have enough money, they 
will bid this, leaving you to accept the 
cash, resign the new manager and 
gloat over your newly-owned cash! 

Be warned — you can only do this 
for four players per week with each 
new manager, but once they've 




resigned, you can't v 
use them again. >^ 

The next ^^^^^ 
cheat will 

help you out m^p. 
when your 
goalie is a bit 

under the weather. — ^^^^^ 
Go to the club's ^^^^^ 
details and select 'Another M 
Club'. Look to see which club is just * 
above you on this screen. Go to 
their squad details and see which play- 
er is in the GK position, te reserve goal- 
keeper. If you like the look of him, you 
can have him on a free, season-long 
loan and you can play him even when 
he's injured. 

Go into your squad details, and click 
again on the number 1 shirt. Now click 
on any of your players names, Click 
again on the number 1, then click on 
the SWP box next to the shirt numbers. 
Now click back on the player you chose 
to give the number 1 shirt to, and click 
on the number 1 shirt again. You will 
see that the player that had the num- 
ber 1 shirt now is the number 00. 

Go to your tactics screen and look at 
your team. The goalie from the other 
team will be wearing the number 1 
shirt. He can still play for the club that 
owns him, but he can play for you as 
I well .u any time 1*0 move 

him to another shirt num- 
m!S?km ber, just go into the squad 
wmmsm^m details screen and swap 
H the- number 1 shirt with 

the shirt you want him to 
■a MOKt playat. 
HS—ii^M Now, a hint on how to 

hnnq you' yoiHHjHi players 
™^^"^"™ through. First buy some 

young players, and put 
them up for loan. When 
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they have been loaned [" 
out, look to see if they are Ffl Pr 

playing for the new team. Goodi 
If not, terminate their 
loan, and put them back Coal 
up for loan. When they EUERTQN 
get to play for a club, you „,,,„„, (llJ . 
can leave them there all '_—.;•» 
season by looking at them 
when there is only one or 
two weeks remaining of Q «* mm 
their loan spell Go to STA 1 — 
on their factftle and click on 'extend 
loan'. Click on 'allow approach' on the 
next screen, and bingo he stays for 
another month You can do this every 
time the loan is near to completion. 

These next formations will make you 
win your division every single time, and 
give a Third Division club the ability to 
out-play and sometimes out-class 
Premier League clubs! It doesn't really 
matter how good your players are for 
these, but obviously, the better they 
are, the better your team will perform. 

1) GK. sweeper, 2 centre backs. 3 
central midfielders, support man, 3 cen- 



Ffl Prenier fron 
Goodison Park 

Goal for Everton! 
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tral attackers. Tactic to use: long ball 
2) GK, anchor man. left midfielder 
central midfielder, right midfielder 
support man, left winger, right winge« 
3 central attackers. Push all men for 
ward. Tactic to use: long ball. 

This formation over runs theoppo 
sition. and creates loads of chances for 
your team. The problem is, the oppos 
ing team will score at every chance the* 
get. If you have two players, and you 
both play this formation, you will both 
score on every chance you get. The 
score will be a cracking 14-2 or 17-11 
or any other ridiculous scoreline. 
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14 Bloodsmell 

1 5 Bonepowder 

16 Nightmare 

1 7 Monster breed 

18 Thunderstorm 

19 Creepycave 

20 Liquidation 
22 Strata Gem 



Wait until the character selection screen 
appears, then type in HOULQ to give 
you infinite lives. Now press the appro- 
priate number key (1 to 6) for the level 
you want to play, then hit the space 
bar. When finishing a level, get the sec- 
ond of the two flags, and you'll keep 
your record collection through to the 
next level. 







Type SCHLIKA during play. The border 
will flash, and now F2 finishes the 
level. Remember: you can still aim the 
cross-hair, even in pause mode. Now 
you can position the crosshair over 
the motionless bodies, then unpause 
the game and let em ha 



replaces lost shielding, while tapping 1 
refuels the craft in question. 9 shows 
the current difficulty level, 7 speeds up 
the game and 6 brings up the pro- 
grammers' test palette, of all things. 

CAR-VUP 1 

Enter the following on the high- 
score table: 

WHOOPSIE • start off on the prehis- 
toric level 

PUSSYCAT - receive nine lives. 
BUMPER - give your car infinite 
bumpers. 

ARNIECAR - 100.000 bonus points 
WOAARRGGH - Gives you speed turn 
RJ.TOONE - Infinite lives 
BARMY CAR - Gives 1000 points 






200 TOP AMIGA GAMES 

FOR ONLY £19.99 POSTPAID 




SMM »f these (fames Were Sold At More Than £20 Each! Y(H gel the 
LOT For Lets Than £20.00!!! 

This mitsslve Compilation or FANTASTIC Games Normally Retuils at 
hundreds of pounds*!!! 
YOL CANT LOSE!! 
Don 'I Miss Out ■ Order NOW FROM: 
FUTURE SOFTWARE (T.Ol 
Depl A. K Magnolia Purk.Dunmurrv.lteirast BT I7O0S. 
All. AMIGAS - FAST DESPATCH ON ORDERS 
- OVERSEAS ADD £2.00 
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STILL THE BEST 



COMPUTER- A-RACE+™. £1 9.99 

THE FINAL EDITION 

COMPUTE -A- RACE. Offers 
unrrvaaed accuracy and unbeatable value 
I Amiga only) 

WHAT DOES IT DO? 

COMPUTE -A RACE' is a Horse Racing 
Prediction Program thai can forecast races, 
seleci bets, calculate relum and much more 

IS IT COMPLICATED TO USE? 

No Features an ease ol use Within days 
mputing a race mil be second nature. 

WHEN SHOULD I ORDER? 

Now Belling lor piolits IS belling lor tun. 



Cheques P.O. payable to 
HANDISOFT (Mail Order ONLY) 
Handisott, 37 Hearsall Lane, 
Spon End, Coventry. CV5 6HF 
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BUS STOP PD 



UTILITIES 



GAMES 
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CRAPHKS RIPPER 
ELECT ROC AO 

EMULATORS 

SID VI 0 
TOOIS 1 
MED VI J 

QPIICOMMS 

LITTLE 0(*IC£ 

BUTCHER 

CARTOON BRUSHES 
P S POUTS (10) 

r»PE 1 FONTS (5) 

D LOCK 
HM DATABASE 
DtSNCY CUPS 
PRO DEMO CREATOR 

0 COP* VJ l 

D PAINT FONTS 1 101 
UMIUORPH 
VISICAlC 

CRUNCH AND COPT 

VcW" 

MAGNUM VIS 
OCSK OPTIMHER 
OIMLTY CLIPS < 

OCTAME0 MC 

AMIQA E 
SPECTRUM EMULATOR V1» 

SPEC I RUM 0 AMES <■) 
BEGJNNCRS BENCH 
NO ERRORS 

ARC UTItiTIES 

ijoo n«ois* 
AMICKECH 

NCOMM VI a 

PRINT A CARD 

SLID* 3MOIV MAKER 

MAVERtCR VS 0 
PAJMT AND ANIMATE 

SPECTRAPAINT 
L'APUNOV AOA 
TYPING TUTOR 

OCA COPY 

BITMAP FONTS (i) 
MUSIC RIPPERS 
SKICK 



GLAMOUR 



H.EMSC STATEOVei II 
CELEBRITY SPECIALS IM 

CLASSIC GIRLS (4) 
THE FOX 
SUPtR GIRLS 1 
5E»Y DROIDS 
BEYOND 'OPCE (2) 
SflY DREAMS 
UTOPIA (*) 

BO DEREK 

MARIA WHITTAKER 

(iATHY LLOYD 
MADONNA SE1 (1) 

HOW I 'J A II) 

SABHIKA 

TATJAMA 

MAYFAIBlJJ 

HAKEO DREAMS 

SfPO 4 3| 

LDbONfJ) 



GALA" BLAST 
OBLC 

SEVEN TITLES 

DELUXE PA CM AN 

BA'TLICAAtl 

OUBMAS'ER 

TOMCAT 

ATOM SMASHER 

CATACOMB 

CARD GAMES 

TETREN 

OHOSTSHIP 



10 PIN 



»83F 

ESCAPE 

NEIOHeOURSP, 

TOTAL WAR 

CRAVE 
WREX 

BACKGAMMON 

SEA HEIST 
MICROM AR RET 

Mil MENOLVMPICS [2) 
BILLY BUHGlifl 

SUPER PRU 
IRON CLADS W 

iurr 

INOE*. 
1* 



MUSIC 



PET SHOP BOYS 

JESUS ONE'S HI 
OOOP 

LAWHMOVlER OETH 13) 
MERCILESS 

kAPAlM DEATH 
KO LANG 
MY WORLD 

MISER' 

SIMPLE MINOS 
SWEET CHUD 
•lACHOtf 

THE UV'ORGIVfM (S| 

H£ 

CLASSIC MUSK |2| 
I LIFT MY CUP 

TOIAlL* TEKMO 



SLIDES 



SCORCHED TANKS 
STEWARDS EIIQU.I 



UIRV 



TACH 

'BLAOGER 

««N STUFF 

SWORD OP WARLOCK (1) 



CRY FOR 0AWN 

THE PRISONER 

f ATERSIOP DOWN 

DRACULA 
SH AARON STONE 
YABBA OABBA 
anus Of SPORT 

PAULINA 
MOVIS ITT AMS 

noeiN MOOD 

CHER 

FERRARI 
AIRCRAFT*" (J > 

MANGA MANUALS 

TRUE BLUE m 

GARtlELD(2| 

DEEP SPACE 1 

UDENU) 



go'Sle 



SSL 

CORNCIF 



El 
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ACCESSORIES 



PAP tNCLUPfO 

100 « COLOUR LABELS ■ 12.50 

OtSK DRIVE CLEANER - CI 29 

A* MOU5EMAT • CI M 
*->!- MOUSE MAT - CJ.J9 

10 CAP BO* -CMt 

QUALITY OISKB . Mp 



SEIPLC 

STRIPSLOTTER 
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KNOWLEDGE!!" 

TELEPHONE QUIZ 

Play CHOOSE YOUR SUBJECT by picking vour 
subject and answering at least 3 questions 
correctly to enter our prize draw OR INSTANT 
WIN by answering 10 questions correctly first 

time to win a prize 




FOOTBALL 



TELEVISION 




BOARD 
GAMES 





POP 
MUSIC 



ICK YOUR SUBJ 



3 M 



FANCY YOUR 
CHANCES OF 
WINNING 
A SEGA 
GAME 



R 

IF 




S 0891 300 129 ^ 0891 300 131 




A 

SEGA 
MEGA 
DRIVE ' 
FOR 

SOME LUCKY 
WINNER 



"S 0891 300 0891 300 125 



II you are under IB or don I pay Ine phone bill, cjel permission before dialing. Calls cost 
39p min cheap rate, 49p mln at all other times. Max tength 7.5 mins (C3.68 Mu) Noo 
Instant comps end ?&'29S. Winner picked at random from draw & told by post flutes «nn 
news Irom Shpn, 4 Walnut Tree Park, Walnul Tree Close. Guildtord, Surrey GUI «TA 
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Well the festive season is upon us r and the stockings are burning gently in the fireplace 
while the smoke detector sits helpless due to uncle Bob having put the batteries in his new 
Casio keyboard. Oh look, Santa's brought me some tips. How very original. 
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BANSHEE 

Core 

Ta to someone by the name of 'The Sas 
67' from Eccles who, though having a 
stupid name, has sent in a cheat fot the 
A1200 version that gives you a level 
skip. Simply type in 'FLEV1 7' on the title 
screen or during the intro and press 
return (press any F-key to jump). Also, 
enter 'I AM EXQUISITELY EVIL' at the 
same point for a bit of fun (if you con- 
sider killing polar bears to be fun!) I also 
happen to know that CD32 owners of 
the game can get the 'Gore mode' by 
entering a high score as MARY WHITE- 
HOUSE, while KANNIJADE KREW gives 
you invincibility with the option to skip 
levels by pressing the two shoulder but- 
tons together. 



SENSIBLE SOCCER 

Renegade 

Er... thanks ever so to Ben Riley from 
West Australia for this, well... wonder- 
ful little idea for the supremo soccer 
game that is Sens/. What you have to 
do is, at about the 90th minute of a 
game, position one of your men over by 
the boundary line to the right of the 
screen. When the final whistle goes, 
your man will be the first off the field 
and into the changing room. This 
means thai he ll get a nice hot shower 
and be all happy for the next game. 
Yes. Thanks for that. It's truly brilliant 
(have you considered counselling?) 



QUIK 

Titus 

Thanks to the numerous people that 
have sent in this little discovery on the 
Titus platformy romp. On Desert level 
2, when collecting the clock, walk off 
the left of the ledge and the level will 
be complete. Stunning! 



ALIEN 3 

Virgin 

Once you're into the first level, by tak- 
ing out disk one and replacing it with 
disk two, you can move on to a later 
level after letting your time run out 

""^V (the chest bursting bit an' all). 
- \ Ignore the briefing screen, and get 

4 to some serious alien bashing! 



FRONTIER 

Gametek 

I'm still getting tons and tons of queries 
about this classic, so needless to say I 
was more than thrilled to receive a new 
bug/cheat from an Inge Rafteseth of 
Norway. Thanks very much indeed 
mate, and the cheat goes, a bit, like 
this... 

1 . Buy a Tiger Trader, but don't both- 
er with a crew. 

2. Sell the hyperdrive and buy 10 
MB4 mining machines and an escape 
pod. 

3. Now simply activate the escape 
pod and then land it. 

4. As usual after ejecting, you'll 
receive an Eagle Fighter (20 tonnes) 

5. Ah! But when you check the 
inventory you'll see that the MB4s are 
still on board! Sell these, and apart 
from making a bit of dosh back, you'll 
increase the Eagle's capacity to 320 
tonnes. Hello! 

This ship can hold up to a class 6 
drive, giving it a range of 288 light 
years! Even with a class 4 the range is 
128 light years and 'normal' jumps only 
takes hours. Needless to say, this ship 
is ideal for those nasty timed military 
missions (and just about everything 
else!) Incidentally, does anyone know 
what "Jassa, du kan Norsk? Meget bra, 
meget bra" means? My guess is "Do 
you speak Norwegian? Very good , very 
good" but I'm not sure! I just like it 
because it includes the word 'bra' 
(chortle chortle!) 

PREiUL MANAGER 2 

Gremlin 

Well you've asked and asked, and I have 
reluctantly agreed to accommodate all 
the sad perverts out there (which 
sounds a bit suspect in itself) by print- 
ing the infamous 'Breasts and Legs' 
code for the club secretary. Just don't 
let anyone know I was the one that 
told you! Go to the phone and type 
089869. You'll have to work out what 
else to do for yourself! 



budgeted puzzler. And the complete 
list goes... 

1. HFCNASAKEZDV 

2. UDDCASN2EZDV 

3. TLPPASNQEZQZ 

4. SHPWASBNEZEP 

5. UAQNNTOGEZDR 

6. EZPSASBREZRX 

7. WHQQASSBEZUJ 

8. SVQBASS5EZVP 

9. SKCUNVNNSBDR 

10. FGC0NWNHFCDR 

11. VGPHOMAASSDR 

12. GOEBOQBUSWDR 

13. RYQGOYNZGEDR 



KID CHAOS 

Ocean 

Denis Wilson has very kindly sent in 
some codes for all the worlds on this 
interesting little platformer. 
Secret Garden — NONE 
Toxic Wasteland — LILBDKEAJNA 
Toy Factory - NMOHCKGLGAB 
Techno City - PFQOOAAICKTN 



SUPER STARDUST 

Team 17 

Ta to regular tipster Alex Simms for 
these loverly little codes. 

BZZZZZZZZZB - Warp 1, with 25 
lives and full power-ups 

CXZZZXZWWQS — Warp 2 and spe- 
cial mission, plus 20 lives 

DWZZZWZTTLD — Warp 3 with 15 
lives 

ENZZZTZALPO — Warp 4 and special 
mission plus 10 lives 

ZZZZZZZZZZZ - Cheat mode = 35 
lives and full power-ups 



RAILROAD TYCOON 



GLOBDULE 

Core 

Thanks to the many people who've sent 
in the World codes for this recently- 



CIVILIZATION 

MicroProse 

A little chunket of software doth flap 
its pretty little wings towards a Mr Mark 
Elliott of Nottingham (who's been with 
us since July '92 — good fella!) for 
sending in a couple of cheats for the 
two excellent Sid Meier classics above. 
Firstly. Railroad Tycoon... Okay, first 
freeze the game and go to the Regional 
Display. Now put the mouse pointer 
over the area that displays your money 



and press SHIFT and the number 4 (for 
the S sign). Each time you do this, you'll 
receive an extra half a million doolons 
once you go back into the game. Next 
up is a cheat for Civilization that allows 
your settler units to perform their tasks 
in just one turn... When you've set a 
settler unit to work on, for instance, irri- 
gation, click the mouse on the settler 
unit again and a box will appear in the 
centre of the screen with the settler unil 
having an 'I' on it. Click anywhere in 
this box and the settler unit will start 
flashing. Press 'I' again, and then repeal 
this process five times, and the square 
will now be irrigated in the same turn. 
This also works tor mining {10 turns) or 
roads (2 turns). This is incredibly use- 
ful, especially on the two harder levels 
when you have to expand very quickly. 

ZONKED! 

Psy gnosis 

Ta very much and cheers to young 
Kevin Hoyle from Bolton for this little 
gem. By pressing Esc on the title screen, 
a password screen will appear. Enter a 
string of zeros, making the last digits 
show the level you want (i.e. 
0000000010 = level 10). Do it quickly, 
as the password screen goes again. 

F1 GRAND PRIX 

MicroProse 

Nicholas Hart from Luton has written in 
to say: As this has just been released on 
budget, I thought you might like to 
know this little cheat. If you're not 
doing too well, pull into the pit lane, 
but don't go into the pit. Now wait 
until the race has been won, then accel- 
erate. As the race is already over, they'll 
not change your tyres, but they'll say 
you've won the race! 



THEME PARK 

Bullfrog 

We've had tons and tons of requests for 
Theme Park (A1 200) cheats, so do try 
out this little doobie, as suggested by 
Glen Clough of Newcastle: When asked 
for disk 3. hold down the C key and 
insert the disk. Keep the key held held 
down, and when the game continues, 
you should have tons of money. 



GAM 
SURGERY 





I'd just like to take this opportunity lo answer a particularly nasty 
letter I've received accusing me of not doing my Job in the surgery 
and leaving it to the other reader* Sod of* you gitl There. 



Look. Let's get one thing straight. I've got a 
huge pile of games here. Some are great, 
some are not. When it comes to Snip Tips 
and Surgery prizes it's all very 'lucky dip'- 
like, so stop sending back the crap ones, you 
ungrateful gits. Yours, Matt The Medic. 




Dear Matt The Medic, 

1 recently bought King's Quest 6 and 
am seriously stuck in the catacombs. 
Can you draw me a map? 

Ian Degaetano. 
Malta 

Ian, I'm afraid that space doesn 't allow 
me to draw you an entire map for that 
level, but I can at least give you the 
solution for the catacomb area Just 
stop reading when you want to carry 
on yourself (it'll make your game last 
longer believe me') Okay walk N. N, 
E, E. N to get to the skull room. 'Hand 
on' the pile of skulls to take one, and 
Walk S. W. W, N. W to spike maze. Get 
through list time only) and walk W. N 
to room with shield. Take shield and 
walk N. N. N. W. W to crypt. Take coins 
from dead man 's eyes and walk E. E. 5. 
E to crushing ceiling room and throw 
bricks into gears to stop crushing Walk 
E, E, N, E to trap door and fall to level 

2 Use tinder box on Alexandra's eyes 
to light room and walk W. W. W. W, W. 
S, S, E to find cul-de-sac room. Use hole 
to look through wall and spot mino- 
taur. Walk W. W, W, S, S. E. S, E, E, N, 
E, N. N to find entrance 'Hand on' 
tapestry to open door to lair, and walk 
over to pit and use scarf on minotaur. 
Watch minotaur and celeste cartoons. 

Dear Matt. 

I've been playing the brilliant Frontier: 
Elite 2 lor ages now, but every time I try 
lo complete an assassination, I just end 
up sitting there while my target does 
nothing. What am I doing wrong? 

Paul Flint, 
Suffolk 

Basically, the assassinations are hard 
enough at the best of times, but there's 
also a bug in the game that means any 
targets launching from an orbital sta- 
tion, er... won't. It's also not worth 
bothering unless you've got a high 
hyperspace capability, a hyperspace 
analyser and a radar mapper Don't 
start fighting around planets as you 'll 
get into trouble with the tun, so just 
launch a few naval missiles and bugger 



off into space as soon as possible 

Oh, one other thing. I've had quite a 
few people saying that the Frontier 
cheats I give out don 't work This is like- 
ly to be because bugs which appeared 
in the original release have been 
removed from later versions Shame. 

Dear Matt, 

Alright. I've killed lots of things, I've 
sold lots of things, and I've flown 
around a lot So why the bloody hell 
can't I get above Dangerous as far as 
the Elite rating in Frontier goes? I was 
under the impression that it didn't mat- 
ter how you played the game, but my 
trading/passenger tactics obviously 
aren't doing the \ob. What should I do? 

Dave Wright 
Portsmouth 

Though you can play whatever sort of 
game you fancy within Frontier, if will 
affect how fast you progress because 
you obviously won't have as many bat- 
tles as a trader as you would as a pirate. 
There's a simple currency system 
employed which basically says that for 
every 256 ships you kill, you get a 
"Right on Commander" message. To 
get up to Competent you need two 
messages, to get to Dangerous you 
need four more, and a further eight 
more to get to Deadly. After another 
sixteen you'll get to ELITE, but this 
means, maths fans, that you must kill 
more than 7.500 ships' 

Dear Matt, 

When all else fails, grovel, so... 'Oh 
great master, the all-knowing one, the 
oracle of that which walks this Earth of 
ours, can you help me, please? (I like 
that Nice opening MTM) I'm trying 
to play Dark Seed, but I can't make any 
more progress. I've been through the 
mirror, got the microfilm, taken it to 
the library, read it, got the stone and 
car keys, energised the stone, but can't 
get any further. I tried to get the back 
issue of The One with the solution, but 
it was sold out. Please help. 

Mervyn Stutter, 
Clacton-OnSea. 



how 10 flel the 

last piece of the Ro'geld from the room with the seven monsters' 
heads opening and dosing 

* Juki to arnoy a certain miserable git by the name of Luke "that 
bloke from Sea ford' I've decided lo do exactly what he asked me not 
to do, and ask the readers if they know how to <Jll the cab to send 
Sweet Cheeks back to the ttation, because I don't. It's good being a 
reviews editor isn't it? Aha ha ha! 

• Ian Bar* tow from Kedriitch can't kill the octopus boss in Chuck 
Stock 2 Any ideas? 



• Special Nurse Godfrey McCarthy has sent in a reply to Michael 
Winning's plea for help with The Killing Cloud, saying that though h 
doesn't know any codes, he does have a cheat Type in 1KILUNG (try 
it with and without a space just in case) and you should get 28 pups 
and nets. 

• Top Doc Ricky Cusimano has a cheat that should help November's 
Gary Bradley on Vir On the character selection screen . type in (and 
because of censorship you'll have to guess what this says...) *WHAT * 
GREAT LOAD OF 60"0CKS' The border will change colour, allowing 
you to skip levels by pressing 1*S. 



Firstly Mervin. please don't ever write 
to me again if you intend to use your 
silly calligraphy pen. Though I realise 
some consider it an art form. I consider 
it an extremely silly thing, making sim- 
ple tasks such as reading letters turn 
into enormous half-hour long affairs, 
where various members of the office 
staff try to guess what the words are 
meant to say (of course. I forgive you 
thanks to your introf). 

Anyway. Dark Seed... Obviously 
there's no way for me to check that 
you've done everything necessary 
before the things you mention in your 
letter, but here's what you need to do 
from the given point. Once you Ve ener- 
gised the stone, use it on the axe to 
make a hammer (save this for the mir- 
ror) Return to Earth and go to the car. 
Pour the scotch into the gas tank and 
slide behind the wheel to use the keys 
on the ignition Cross the portal one 
last time and enter the space craft. Use 
the gloves on the lever to initialise lift- 
off, then run out side. After this, you 
should be able to get to the end with- 
out too much trouble. Good luck mate' 

Dear Matt, 

I'm aware that there are some special 
codes in the excellent K240 that allow 
you to build faster than normal and 
such. Do you have these codes? 

Mr S Pearce. 

Nottingham 

Indeed, Mr S, I do have these codes in 
my position, and am quite happy to 
divulge the information as long as you 
realise that it really does bugger up the 
fun of the game, and I personally would 



recommend you play the whole thing 
without them. Oh well, 'S', you've been 
warned . . . 

SKYSCRAPER (return! turns the quick- 
build on and off. 

PANEL [return) brings out standard but- 
tons onto the screen. After typing, 
rotate the asteroid once to activate. 
NASA Ireturn] followed by a number 
gives you: 1 - Assault Fighter. 2 - 
Combat Eagle, 3 - Scout, 4 - Destructor. 
5 - Terminator, 6 - Transporter, 7 - 
Battleship. 8 • Space Dock. 
ICEMAN [return] freezes all asteroids. 
Repeat to turn them back on. 
WIDGET [return| gives you all the Sci- 
Tek blueprints. 

LOADSADOSH [return| 100,000 credits! 
ICBM [return! gives you four of every 
missile type, as well as four satellites. 
TELESCOPE [return) makes all the aster- 
oids on the map visible, though you 
can't travel to any as yet 'undiscovered' 
LEMINGS [return] adds 50 people to 
current asteroid. 



Yes. that i it tor 199^, hut I'll • >> 
back in 109S with much the 

same old tosh and Monkey 
I si And queries tyawn) Don't 
forget, got your questions and 
answers in to Matt The Medic'i 
QftftlU ^urgoiy. The On*. Priory 
Court, id-ii F-imngdon Lane 

EC1M3AU And don't phone. 

because I'm air to get my ears 
plugged up with somescium 
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OF KIT AND 




GAMES! 



John Menzies 



John Menzies in association with iMHkVKkl Software, 
the people who brought Syndicate (SNES) and Inferno into 
our homes, are offering one lucky person the chance to 
win loads of console equipment! What's more, their gen- 
erosity does not stop there! - 50 games from a selection 
of Ocean's extensive mufti-format catalogue will form the 
equally impressive runners-up prizes! These fabulous 
prizes are brought to you by 'QCftmi top newsagent 
John Menzies, and EMAP Images, the leading light in 
video game magazines. Entering the competition is sim- 
plicity itself. Just follow these pointers: 

* Go into your local John Menzies store. 

- Pick up an entry form and answer the three easy 
questions on it. 

* Mark your name and address on the space provided. 

* Post your completed entry to the name and address 
stated. 

The entry leaflets will be in all the UK's John Menzies 
stores between 20/01/95 and 24/02/95 , so make sure 
you get down there pretty smartish, as the competition 
closes on the 4th of March 1995. 

f]'f ■ 
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BREAKING AWAY 
FROM THE FEEET 




Ever wanted to sail into the sunset? Visit 
ports ot call known only lo grizzled 18lh 
century sea captains? 

Then let our unique first-person 
perspective and stunning 3-D graphics 
put the wind in your sails! Swashbuckle 
away as you trade goods, vanquish enemy 
ships and create routes lo riches, lake 
time to gossip in local taverns, repair 
cannonball damage, and stoke up your 
crew's morale. ( A little rum, perhaps?) 

Chart your progress with our authentic 
navigational aids, and revel in a world 
long gone: Where fortunes are fiercely 
defended, and only skill stands between 
you and the deep blue sea! 

Features: 

• Variety ol goods to trade and 
passengers to carry. 

• Command a crew of soldiers, sailors 
and apprentices. 

• Defend against pirates and enemy 
men-o'-war. 

• Buy and enhance ships from 
several models. 

• Highly intuitive interlace. 

• Dynamic pricing and political models. 

• Strong rcplayabiliry. 
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P D ZONE 



Snow is falling. All around me. Children 
playing. Having fun. Right! We'll soon put a 
stop to that. Here's Matt Broughton to 
scare them all with his enormous PD. (I 
think you know what I mean). 



SCORE 

0015900 0015900 L- 



BEAVIS J N* BUTTHEAD — 
BREAKING THE LAWN 



ER IK ooooooodiiiiinl' said Erik, crossly... ^ 00055 



ERIK 

F1 Licenceware, Disk 
F1-048, £3,99 

From Confused Pelican Soft- 
ware (the gent behind Mor- 
ton's Strikes Back, 80 percent 
last issue) conies Erik — a Viking on 
a mission. Looking very cute and 
playing like a sort of slower and 
more platform-based Qwak copy, 
Erik is a very polished game indeed. 

Your basic objectives are simple 
enough; just stay alive, collect as 
many points as possible, and grab as 
many gems as you can to use as cur- 
rency when buying more powerful 
weapons from the occasional witch- 
es shops that pop up. It's standard 
platform fare, with spikes dropping 
on you, snails biting your ankles, and 
keys needing to be collected to move 
on to further levels. 

Most of the enemies in Erik are of 
the 'set attack pattern' sort, with 
aimless platform wandering tactics, 
while the odd intelligent opponent 
chases you around the game area. 

Erik is armed with an infinite sup- 
ply of spears to lob at anything he 
fancies, though by entering the 
aforementioned witch supply shops, 
three-way shots, fireballs, shields, 
and all manner of helpful power-ups 
can be pur- 
chased. Other 
than that, it's 
really a matter of 
either getting to 
the key and exit 
as fast as possi- 
ble (there is a 
slight time limit) 



or trying to get all of the gems 
available on that level. 

The game is excellent in most 
areas, apart from a few niggles 
with silly play-spoiling features. For 
instance, there are some areas on 
each world where, once you're in 
line with a certain level, an arrow 
will appear from the side of the 
screen and stab you. Unless you've 
got the Force on your side, or super 
cat-like reflexes, these invariably kill 
you, leaving an extremely unsatis- 
fied taste in your mouth (just like 
drinking Attrill's Imperial Sloe Gin, 
I'm sure). The only way to find them 
is to die-by-error, and never do the 
same thing again. This is all very 
well and groovy, but bloody annoy- 
ing if you're on your last life, hav- 
ing managed to avoid all the bad- 
dies, and then shuffled off because 
of a mystery arrow. Pah I 

Anyway, this is not an extreme 
pain, but when you have to keep 
playing through the same five lev- 
els just to get back to the last 'mys- 
tery death', you start wondering 
just how long people will be both- 
ered to play. Pretty smart, but not 
exceptional. 

OVERALL: 77% 



...and ran down 
to the pillage 
shop to pick up 
his si aught tery 
ticket. 



A few months 
ago we saw a 
Dangermouse 
game thai was nothing 
more than a Hunchback 
clone (though quite a 
good one) with Danger- 
mouse graphics and a 
couple of relevant sam- 
ples. Well B 'n' B is much the same, 
only this time basing itself around 
the Commodore 64 classic, Mower 
flower. 

For anyone not familiar with 
Beavis and Butthead, they're basi- 
cally a sort of cartoon Wayne's 
World couple (not Biblical, surely? — 
Andy.), born of MTV, and heavily 
into Metal Music, slagging off pop, 
making money without having to do 



*•••■■•■ 




Crappy needlework is a well; 
known cause of diarrhoea, i 



any work, and sniggering a lot. 
Especially while in school. 

For anyone not familiar with 
Hovver Bower, it was a simple yet 
enjoyable gardening game, in 
which you had to drive around 
increasingly weird gardens, mow- 
ing grass and avoiding angry gar- 
deners and mad dogs. All this while 
trying not to plough down flowers, 
crash into walls, or fall into ponds. 
Simple stuff I know, but hey! that's 
what classics were like back then. 

B 'n' B really just puts the two 
things together, with a fairly accu- 
rate conversion and some nice sam- 
pled voice-overs and sound effects. 
The MTV sick sense of humour has 
found its way into the game, with 
bonus points being awarded for 
mowing over toads, and the two 
delinquents sniggering at you every 
time a flower is run down. Cool. 

This is the first Mower Bower 
copy I think I've seen, and though 
quite accurate as far as I can 
remember, does very little to the 
nostalgia buds simply because, in 
retrospect, the game isn't actually 
that 'classic' at all. Shame. 

If you're a Beavis and Butthead 
fan, you'll probably get a few 
chuckles out of this, but other than 
that, there's no real reason to over- 
ly recommend this to you, 

OVERALL: 70% 
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P D Z O 




eaders, forgive me. I've 
committed a terrible sin. I 
condemned a piece of soft- 
ware to the back of my drawer 
without having looked at it prop- 
erly, and it's only now that I've had 
a clear out. that I've discovered a 
really excellent little bit of PD. 

Marbles is nothing new to 'PD 
Zone' in concept, being a puzzle 
game of the 'tumbling tiles' variety. 
The difference here is that while 
most of the general offerings try to 
succeed by adding tons of features 

— thus complicating things — Mar- 
bles sticks to just a couple of dif- 
ferent tiles, confident that the level 
designs will shine through. Well 
done. They did. 

If you haven't seen a game like 
this before, the rules are quite sim- 
ple. You control a marble that can 
roll, and has one simple aim in life 

— to get from a starting block to a 
finishing block, collecting all the 
jewels on that particular level. The 
only problem that faces said mar- 
ble, is that as It rolls on and then off 



MARBLES 



They s.»y it's quite chilli in vp i< e 






If* 



a tile, the tie 
any attempt *o 
again will result r 
therefore do** - -: 
route, making 
have to go oac* 
unless you're 

Ah! Yes, son* of M 
solve only after two ww 
ers are poisoned and 
ed at all costs 
bombs that 
icons, teleport Chocks 
away to that tile s 
with arrows that 
you to move on in tha* 
Though the beauty of 
usually lies in clever 
Marbles goes one step 
allowing you to swap 
tiles around the screen So 
you'd usually just have to 
which path to take, you r» 
tively have to lay the pat* *nt 
Believe me. it s — 
harder than rt loy—te 
To be honest, i 
wouldn't genera: f 5 
a game like this too 
much of my time, but I 
found the game so frus- 
trating, yet reward**?, 
that I've spent more 
time on this than most 
of the other games 

If you've newer 
played a game like this, 
or even tried anything 
vaguely puzzle-like, 
grab hold of this imme- 
diately — you won't be 
disappointed. (Oh. did 1 
mention there's an edit- 
ing facility as well? 
What a barg'O 
OVERALL: 90% 
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ALIEN ATTACK 

Clique Development, 
£5.00 (£7100 for AGAU. 



Top quality poo' is a phrase 
that instantly springs to mind 
the first time you load up 
; AJen Attack To suggest that this is 
eaacth; the sort of thoughtless crap 
Public Domain software a 
is an understatement, 
the authors have man- 
to combine unoriginal game 
speed, enormous and 
graphics, and music that 
«e a four year old child 
his hands on the lower and 
rtaves of a piano, to create 
o* me most pointless Space 
ever, 
abrt of 
agrtferbe^gso 






sounds like this. 



a a new 
! PD ga rn i pro- 
: ductr. tart 
I best to nip *n in the bud, as It 
I were, because n" they intend to pro- 
I duce any more software like this. 
I they should think about a career in 
: the window deaMng industry. 
I I loaded »<> the ftve level PO demo 
: first, and as you might imagine, 
i didn't find it exactly challenging, 
j What with | iry0mq moving at a 
I centimetre an how not to mention 




...though 
I've never 
bean. 

a 'certain famil- 
iarity' with the con- 
cept. I completed the entire demo on 
my first go. only to be told that the 
'real' version was available by send- 
ing off five quid. I think not. 

The graphics are certainly nice and 
big, but so what. Who real- 
ly cares if there's another 
Space Invaders clone. There 
are so many PD authors out 
there writing top notch, not to 
mention original, concept titles, 
we really don't need this sort of 
tosh any more. 
There are a few vocal samples 
in there, not to mention some hor- 
rendous music, but other than that. 
It's just 'left-right-fire' from hell. I 
didn't think we were likely to find 
anything as poor as Mr Blobby in this 
issue, but by buggery, we have. Andy 
(for once) was incredibly close to the 
truth when he saw Clique's logo, and 
wondered casually if the company in 
question was oddly-titled 'Caque'. 
OVERALL: 44% 



TOM SON'S LOCAL 

• Online PD, 1 The Cloisters. Hal- 
sall Lane, Formby, Liverpool L37 
3PX Tel (0704) 834335 

• F1 Licenceware, 31 Wellington 
Road. Exeter. Devon EX2 9DU 

• Software Expressions, 117 Ken- 
nington Ave, Bishopston, Bristol 
BS7 9EX 

Tel (0272) 425987 

• 17 Bit Software. 1 st Floor Offices, 
2/8 Market Street, Wakefield. West 
Yorkshire WF1 1DH 

Tel: 0924 36G982 

• Clique Development, 18 Arras 
Close. Burton Road, Lincoln, Lines 
LN1 3UE 

(Cheques and POs made out to 
Roddy McMillan) 
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t-sl indeed ffEver 

being referred to as 'Mr 

'Mr Trendy' or 'Mr 
now you can (apart 



Sex', 
Pants ? Well 

from the last one, which is just a bit 
of fun, gawd bless ya') with our 
super-sexy Pinbatl Illusions give- 
away extravaganza. 

Picture the scene... there you 
are, walking down the high street 
in your new brown corduroys, 
white socks shimmering from 
above your grey slip-on Hush Pup 
pies, smelling of Old Spice and 
clutching your stylish Sainsbury's 
bag. Can you look any better? Is it 
possible? Well sod me if you can't! 

We've got the latest in fine qual- 
ity merchandising Just gagging to 
be spread across your back and lov- 
ingly penetrated by your arms. It's 
a (acket — but it's also a way of life. 
Watch now, as I get a bit carried 
away, going on and on about 
something that, though just a nice 
jacket in real life, suddenly 
becomes an item of worship sim- 
' ply because it's in one of our com- 
petitions. 

Wow! Corl And exclamation! 
Punch me squarely in the face if we 
haven't got one of the damn things 
here, and though it pulses with a 
life of its own. it could be yours to 
have and to hold from this day 
forth. But soft, what light from 
yonder window breaks?' 'Tis 
indeed a load of Pinball Illusions 
games also up for grabs. Can 
things possibly improve? YES! YES! 
YESI {you really should stop drink- 
ing all that coffee, Matt— Haz.) For 



also there do exist man/ 4**" 
untold goody bags sumptuously 
layered with 2 1 st Century toyj such 
as badges, posters, T-shirts. Jane 
Asher, and Dame Thor* Hird. 

PERHAPS THERE IS A 
POINT TO ALL THIS CRAP 

It's not often that we really ask you 
readers to do much work for our 
competitions, but being a bit bored 
with simply pulling random win- 
ners from Jo's silver shoes each 
month, I've decided to make you 
sweat for your prizes. 

And so, in a nutshell, to stand a 
chance of winning the superb gifts 
on offer, you must design your 
own pinball table. Yes. 

It doesn't matter whether 
they're hand drawn. Deluxe Paint- 
ed, or scrawled on the back of a 
dead relative, it's imagination and 
flamboyance we're looking for 
here. The entries will be judged on 
a general 'feel good' rating, so 
don't worry if yours is only black 
and white, you do still stand a 
chance even if you know that some 
Johnny Sadsod-Pickoring has sent 
in a fifteen foot, full-colour poster 

The first prize will be the jacket 
and a copy of Pinball Illusions PLUS 
a goody bag, while five runner-up 
prizes of game copies and goody 
bags will also be chosen. Usua 
rules apply, etc, and 
you've got until the 
2Bth of February 
199S to get your 
entries in — so get 
scribbling! 



PLUS LOTS I 




spon 



SPECIAL MESSAGE TO PERVERTS 

Er, hello, look. I know that some of you are a bit twisted, 
and the temptation to fill your pinball table with naked 
cheerleaders, all supple-bodied, warm, athletic, stretching * 
their bodies in ways that... «r, sorry. What? Anyway, 
yes, as I was nearly saying, don't be doing anything 
rude on your entries because we'll be printing the 
best of the bunch in later issues. Thanks. Oh. and 
sorry about that cheerleaders bit. You know how it 
is. Those downy thews gyrating, faster and faster 
Coaches full of them. Calling to me! "COME 
TO ME" they call. "COME TO ME!" on and 
on, ringing in my head. Will they never 
leave mw? Will they newer go? (firm... I think 

now would be a good point to 'accidentally' run 
V out of space on Ihis page. Matt's collapsed --Andy.) 
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GOLDEN 
JOYSTICKS^ 

AWARDS 1995 



fc— m w w r » ■ ■ ■ ■ ■ 

honours the greatest 
achievements of the 
games industry 
annually with our 
glittering Golden 
Joysticks awards. 
These prized trophies 
are honoured by the 
Industry more than any 
others - because they're 
the only awards that 
you, the readers, vote 
for. And the time has 
come once again for us 
to poll our readers. 
Simply fill in the form 
below and send it off to: 
Golden Joysticks 1995. 
c/o Marketing 
Department, EMAP 
Images, Priory Court, 
30-32 Farringdon Lane, 
London EC1R 3AU. 
Every entrant for the 
awards is automatically 
entered Into a special 
prize draw, and the 
winner walks away with 
£500 worth of software 
for his or her machine! 



vote now and you 
could win £500 worth 
of software! 

BEST COMPUTER STRATEGY/SIMULATION 
This category covers many several genres, specifically: racing simulations, flight alms and 
war games. Vole for your favourite ol 1994 here. 

BEST COMPUTER STRATEGY/SIMULATION: | 
BEST LICENSED COMPUTER GAME 

Which arcade conversion, officially licensed title or movie tie-in appoalod to you the most 
in 1994? 

BEST LICENSED COMPUTER GAME: 

BEST ORIGINAL COMPUTER GAME 

What was your favourite game ot me year which DIDN'T rely on an official license? 

BEST ORIGINAL COMPUTER GAME: 
BEST MULT I MEDIA GAME 

The huge storage space of CD-ROM has enabled programmers lo create incredible 
software that just couldn't be done on a normal, floppy disc based machine. Which CD 

title would vou rale as the best of me year? 

BEAT MULTIMEDIA GAME: 

BEST ADVENTURE GAME 

The adventure game market has remained extremely strong over the last year with some 
very commendable releases for all computers. Choose your favourite here. 

BEST ADVENTURE GAME 

BEST ARCADE CONVERSION GAME 

Conversions of arcade games are as popular as ever - vole lor your lavourlte of 1994 

here. 

BEAT ARCADE CONVERSION GAME: 

COMPUTER GAME OF THE YEAR 

Which game overall would you rank as the greatest of 1994? 

COMPUTER GAME OF THE YEAR: 

SOFTWARE HOUSE OF THE YEAR 

One ol our most prestigious awards Which games producer do YOU think has maintained 
the greatest quality and produced the beat games in 19947 

SOFTWARE HOUSE OF THE YEAR: 

BEST COMPUTER PROGRAMMER OF THE YEAR 

As well as bestowing awards on the software houses and the games themselves, we canl 
torget some of the most important people in the industry - the people who program the 
games. Which individual or team do you rate as tho best programmers) of Ihe year? 

BEST COMPUTER PROGRAMMER OF THE YEAR: 

BEST AD OF THE YEAR 

A decent marketing campaign can be the make or break of a particular game or brand 
Which advert in particular stood out for you? If could be a game ad. hardware ad - on TV. 
radio or in Ihe games magazines 

BEST AD OF THE YEAH 



PRIZE DRAW FORM 

Ndmo... .................. — ... 

Address: 




Telephone Number: 
Machine Owned: 




Aladdin 



Cannon Fodder 




Heimdall 2 



Publisher: Virgin 
Issue Reviewed : November 1 994 

Amazing animation and gorgeous g'aphlcs In 
this plattom! conversion from the Disney 
movie. Shorter than some, but longer than 
your average magic carpet ride, Aladdin 
takes the Amiga by the scruff of the neck 
and bellows 'A Whole New World' in its face. 



Publisher: Virgin 
Issue Reviewed: December 1993 

War, according to those wacky Sensible 
boys, has never been so much fun, and we're 
Inclined to agree. It might look like a simple 
run around and blast everything affair, but 
there's a surprising amount of strategy 
involved If you're going to make It to the end. 



Publisher: Domark 
Issue Reviewed: February 1994 

From the Frenchmen who brought you Vroomt 
comes this, the official F1 licence. Actually, 
It's Vroom Deux, encore vtte, but avec le fab 
two-player mode. Ft buffs might think it un 
peu unrealistique, mais for the arcade lover, 
e'est encroyablo! Non, vralment! 



Publisher: Team 17 

Issue Reviewed: December 1993 

Heimdall 2 Is the best of its kind. It's got 
action, adventure and puzzle solving with a 
smattedng of humour in all the right places. 
Blood, runes, ores, magic, (but probably with 
a 'k') and added love Interest In the shape of 
the saucy Ursula to keep you on Loki's tall. 



[.^ , 90%] 
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[ Alien Breed 2 J 


The Clue 


I FIFA Int. Soccer 


J Ishar3 ] 



Publisher: Team 17 

Issue Reviewed: December 1993 

Team 17 returns to familiar territory with 
this, the sequel to the game that first 
established the company as one of Britain's 
leading Amiga developers. It's more of the 
same but, bigger, busier and blastier. Some 
have complained that It's too easy, though... 



Publisher: Black Legend 

Issue Reviewed: September 1994 

Become London's next Mr Big without ever 
leaving your bedroom! Yes, The Clue is the 
proof that crime plays! From humble tea- 
(eatery to bigger blagues wiv' shooters 'n' 
slags, you've got to stay one step ahead of 
the 'Filth' and keep out of the Scrubbs. 



Publisher: Electronic Arts 

Issue Reviewed: October 1 994 

FIFA's here at last and it's bloody great! A 
bit slow maybe, and rather too much diskular 
swap foolery, but nevertheless a solid 
attempt at putting realism back Into the 
beautiful game. FIFA Is a totally different way 
of stringing the old onloo-bag. Trevor. 



Publisher: Daze 
Issue Reviewed: September 1994 

Ishar's back and this time e'est trois! 
Wohratax the black dragon Is created Lord of 
Sun by the Powers of Chaos for being bad. 
More silly names and fanciful plot twists from 
our Froggy chums In this sequel to the 
sequel with les knobs enorme, er... sur. 



- 91% 
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Banshee 



Ch. Manager Italia Fury of the Furries James Pond 3 



Publisher: Core 
Issue Reviewed: July 1994 

Banshee is a roller-coaster ride to hell. In a 
buzz-bird called Banshee. Test you- trigger 
finger and powers of concentration In this 
Tora! Toral-tastlc one or two-player flight of 
fantasy er... blowing things to kingdom 
come. It's great fun, basically. 



Publisher: Intelek 
Issue Reviewed: March 1 994 

Footy management spaghetti style, you got 
to control all those clubs with funny names. 
With its pochetta friendly price and motto 
Improved-o running speed, this game brings 
you all the passion of Italian football without 
the girly on-fteld play-acting! 



Publisher: Mlndscape 
Issue Reviewed: January 1994 

A vexation ol voles? Riles of rabbits? A pique 
of pine-martins? A seethe of stoats7 A bristle 
ol badgers7 A miff ol marmosets? No, not 
really, just a great platform/puzzler featuring 
some small furry animals. It's addictive, It's 
fun and It'll test your reflexes. 



Publisher: Millennium 
Issue Reviewed: June 1 994 

The third Pond platfotmer Is huge. And 
bloody fast. In operation Starfiflh Pond 
weighs In with a leaner meaner Connery of a 
performance to set against his Datton in 
Robocod. OK, so there's less colour, but 
there is more character and more gamoplay. 
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Bubba 'n' Stix 



Publisher: Core 
Issue Reviewed: January 1994 

More platformular near -perfection from Core 
with this well designed and beautifully 
programmed game. A bit on the brief side, 
bul as original as a young white trash meets 
magic piece of wood, meets bad blobs in a 
tricky -situation-type of scenario can bo. 



Crystal Dragon 



Publisher: — HaV^BIack Legend 
Issue Review63^-y | December 1994 
Good Lord, It's a tad expensive, but by crikey 
'tis the best ever RPG In the sacred board 
game style, featuring dragons, er some 
crystal, and the usual gang ol consonant- 
heavy characters stuck in a tricky situation 
with an evil wizard. 



Genesia 



m 
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Publisher. Team 17 

Issue Reviewed: December 1993 

Huge society-building thing, similar to The 
Settlers, but not as easy to get in to straight 
away. Start off with a tiny tribe, and watch 
your civilisation grow Into something that 
makes the Roman Empire look like a chain of 
cheap Pizza Restaurants 



L* 88% 



Jungle Strike 



Publisher. Ocean 
Issue Reviewed: December 1994 

Helicopters galore, but not. It must be 
owned-up to, all that much (ungle, In this the 
rocketworthy successor to Dosert Strike. This 
Is Comanche territory, so ft may come as a 
surprise to learn that we can recommend It 
to you without reservation. (Ooh!) 




Bump 'n' Burn 



Publisher: Grand slam 

Issue Reviewed: June 1994 

It's 3-D racing time as this Super Mario Kart- 
wlthknobs on scroochos onto your Amiga. 
TT Racing in a cartoon styiey, plus some bad 
weapons make this game a must for all those 
who thought that all Scalextric evor lacked 
was a nice bit of mindless violence. 



Elfmania 



Publisher: Renegade 
Issue Reviewed: June 1994 

Kombat comes to the Ell Kingdom and gets 
Its teeth kicked In by a girl with polnty-earsl 
Elfmania makos other beat-'em-ups on the 
Amiga look pretty crappy and the Introduction 
of strategy is truly Inspired. We were 
completely gob-smacked! By some Fairies! 



Guardian 



Publisher Acid Software 

Issue Rov lowed: November 1994 

What's this, an original CD32 game that's 
got oodles of playablltty? Yes, It's true!! 
Guardian is the game that CD owners havo 
boon waiting lor, and an absolute toy to play. 
You are in space and have to shoot up 
baddies. It's like Defender In 3D. apparently. 



K240 



Publisher: Gremlin 
Issue Reviewed: May 1994 

Populous with asteroids, that's what this Is. 
Begin on your base asteroid, then eiploro 
space to find some more. Colonise them. 
Exploit them. Zap every alien in a race for 
galactic domination. Build fleets, trade 
things, mine stuff. Oh, how we loved It. 






f Stuck for a suitable stocking filler? Brow corrugated by the capaciousness 
your turkey's periproct? Pockets continually lacking the plumbnessness 
I to purchase so much as a bean, my dearest Mr Fuzzy wig? Well, you won't 
^be able to afford any of these delicious games for Christmas then. Shame. 




Kid Chaos 



Publisher: Ocean 
Issue Reviewed: August 1994 

Crazy story, crazy game. The Wd from Hip 
cretaceous age clubs through platforms Hke 
a hungry T-Re* after a Jet-propelled cow. It's 
parallai paradise, and the only game more 
satlsfylngly violent than hitting a bank of 
stinging nettles with a big stick. 



Out to Lunch 



Publisher: Mind scape 

Issue Reviewed: July 1 994 

His cupboard Is bare, and so poor Pierre le 
Chef Is on a tour around some exotic 
locations (er, apart horn Switzerland) to re- 
stock his larder. Out to Lunch Is a tasty 
platform patisserie with sprites that take the 
biscuit. And that's no word of a pie! 



The Settlers 



Publisher: Blue Byte 

Issue Reviewed: December 1993 

Your typical god game, but this time with tiny 
wee folk. Cute. A medieval setting for your 
diminutive charges a* (hey build things, do 
things and keep rhrats at bay. Try leaving 
them at it all night and see what the little 
blighters have achieved by the momlng. 




Publisher: MicroProse 
Issue Reviewed: December 1994 

Hello Planet Earth' say odd-looking blokes 
with frog-spawn lor guts. 'Eat lead you 
fiends from another world, you', replies 
Porky Pig. Not really. It Is up to you to save 
the planet though, and that takes strategy, 
dosh and whole Ice-cream scoops of death. 




Liberation: Cap. 2 



Publisher: Mind scape 

Issue Reviewed: December 1993 

A brilliant, atmospheric RPG with one of the 
sexiest Intros ever! Really shows off the 
capabilities of Commodore's CD32 to the full 
and nearly as nice on the A1 200. Basically 
you have to find out what's going on In this 
big city where the robots have gone bonkers. 



PGA Euro Tour 



Publisher: Ocean 
Issue Reviewed: December 1994 

The best golf slm by about 440 yards, and 
bags more fun than the real thing, which Is 
admittedly, not a very hard thing to be. Now 
thanks to those lovely Oceanographers, you 
and your friends need never touch Woosle's 
horrid Welsh rHblick again, Hurrah! 



, ^ j ? 94%J ' 
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Skidmarks 



Publisher: Acid Software 

Issue Reviewed: January 1 994 

Superb racer In yer Isometric perspective, 
this game Is only a duffer If you play alone. 
You see, the computer cars are all crap. 
Skidmarks eh? I'm surprised I've managed 
to get this far without making a 'pants' joke. 
But then I'm feeling a brt browned off... 




Universe 



Publisher: Core 
Issue Reviewed: September 1993 

Universe has more puzzles than a 
gargantuan helping of enigma pie, and more 
changes of pace than Mr Said Aoulta. It's 
got bags of hot arcade action too, so If you 
like all three then you'd best stop reading 
this tosh and go out and buy rt, hadn't you? 



87% 



Mega Motion 



Publisher: Black Legend 

Issue Reviewed: April 1994 

Simple concept, but brain -taxing puzzles that 
reminded us a bit of Boulderdash without 
being derivative. Only available as part of a 
twin-pack with Statu, which we rated at a 
' not-qurte-good-enough-for-Recommended- 
but- still-pretty-fab' 84%. Stonking value! 



k - : 86% 



Puggsy 



Publisher: Psygnosls 
Issue Reviewed March 1994 

On the surface Puggsy looks like a slow 
plethyme* with not much going on — which it 
isn't Eipenmeet, rt you will, with the Total 
Detect interacuon and you'll discover a 
buautaxaVy antmated arcade adventure, with 
tan-tastK grtpn-cs and sound. All right? 




Simon the Sorcerer 



Publisher: AdventureSoft 
Issue Reviewed: February 1994 

The Brits at Adventu'aSoft take on the 
Yankee might of LucasArts and Sierra with 
this humorous graph* adventure — and 
lose. But only just. The interface just isn't as 
good. The puzzles are tough, but don't let 
that put you off. 



89% 



Uridium 2 



Publisher: Renegade 
Issue Reviewed: November 1993 

Souped-up C84 action with 32 colours, SO 
frames per second, multi-way scrolling, 
power-ups and a dreadful case of hyperbole. 
For die-hard blasting fans Uridium 2 ts a 
dream come true, for the rest lis a silly made 
up name and the second arable numeral. 




Mortal Kombat 



Publisher: Virgin 
Issue Reviewed: December 1993 

Arguably the most accurate coin -op 
conversion ever. Everything from the original 
arcade version Is here: the graphics, the 
gameplay and the gore. Until Elfmanla, this 
was the best of Its kind on the Amiga, and it 
still takes some beating! (Ha, Ha). 



i^*m 89% 



Putty Squad 



P\*t>-s--<* System 3 

Issue Renewed: August 1994 

Putty Squad keocfcs several buckets of poo 
out of *a*|. Ttan* ts 38 levels of squishy 
btae teak, east* is more squishy blue fun than 
■ angueezin' things In a 
»*» teswaers Probably. Long lasting 
to* afl the family. 




Super Stardust 



Publisher: ^ ifaT*" BWodhouse 
Issue Review£<-.< f 7 December 1994 
Super Stardust then. Or even the now- 
budgetular Stardust are the ultimate 
Asteroids clone* Their graphics kiss your 
eyeball repeatedly ana wnttper, Come with 
me Earthlmg and i will know you the 
meaning of pleasure Wahay heyl 



Wiz 'n' Liz 



Publisher: Psygnosis 
Issue Reviewed: November 1993 

Another game that's so much better with 
two, this okay-lsh cute platformer Is 
transformed when the both of you do It. 
Compete for the collection of coloured 
rabbits in a magical spill-screen race against 
the clock. Now a burtgety £13,99, by crikey 
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On the Ball 



Publisher: Daze 
Issue Reviewed: September 1994 

The only thing 0TB lacks Is Brian Moon- 
Fresh as a daisy and as deep as a devil's brt 
scabious, here's a footy management slm to 
wander through wearing a big shirt, to linger 
in and make a fragrant posy tor your 
sweetheart with. 



Ruff 'n' Tumble 



PfzezMH Renegade 
I— Bwtw M August 1994 

The best aaaae ewer «e*t n' in the title? Ruff 
has tact has aaafUas, so that means mayhem 
aa ptettormular mode tar the likes of me 'n' 
thee. This game is She Mteheelangelo's best 
pencil, because it's ngM at the sharp end of 
KM platform renaissance. 



Theme Park 



Publisher EA 
Issue Reviewed: October 1994 

Longleat schmongleat. Alton Towers, Alton 
Showers more like: Euro Disney, e'est 
Eurodismal! How do I know? Because I've 
licked Theme Park right down to the slick 
and tasted Sim heaven. What's more, I have 
sniffed the bottom line and It smells lovely. 



Zool 2 



Publisher. Gremlin 
Issue Reviewed: lanuary 1994 

Another sequel. More of the same and yet, 
oddly, botterer at the same time. Zooi's got 
more character, he's better animated and a 
lot less frustrating lo control. And Zooi's got 
Zooz too! That's his glrlf. Not more than one 
collection of captive wild animals. 
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For your hilarity, glee and last- 
ing joy during the festive sea- 
son. The One is proud to pre- 
sent the very latest sensation in luxury 
en-tissued gifted tubes. Using our 
unique recyclable template system 
The One's Christmas Cracker empow- 
ers you to create your own highly 
explosive Xmas tableware, that you 
will want to use again and again. 
Simply photo-copy this page as many 
times as you need crackers and follow 
the simple instructions. Christmas 
Dinners will never live up to your 
expectations again! 

Assemblage 
Instructions: 

1. Take the comer flap 'A' and bend It 
towards ihm Dtagomtone review. 
Now, while pressing the adhesive 
flange. Tf£\ with the thumb and fore- 
finger of the left hand, scoop the 
trusses along the trailing edge B' 
with a small caramel spoon. Take care 
that any nervous pets are well cared 
for. while you are reading whether 
Sensible Oolt is as good as PGA Tour. 

2. Cut the slapstick out of comedy, It 
hasn't been funny since Laurel & 
Hardy. Fold the magazine so that part 
2 of our massive Chaos Engine 2 WiP 
is clearly visible. 3. Cake the "f 
shaped spars at *F" in a solution of 
pipe tobacco and intestinal chine and 
leave to set. Plane with a moistened 
hobgoblin until smooth and then 
towel-dry vigorously until all the scil- 
la have become erectile. 4. Examine 
Shadow Fighter closely before buying 
any other beat 'em-ups. 5. Select the 
Partridge. 'P'. and Pear Tree, T, and 
place P' inside T about halfway up 
its length using the slats provided by 
the Skeleton Krew (probably). 6. Take 
a length of tinsel (not Incl.) and wrap 
around the Christmas Tree (not incl.) 
with a generous spiralling motion (er, 
not Incl.). 7. Immerse the festive 
decals in a saucer of tepid water (not 
find.). Slide them from the backing 
sheet and press firmly to the area 
shown in Fig 2 (not shown) using a 
wad of turquoise cotton-wool swiped 
from your mum's dressing table. 
Remove decal shreds from fingers, 
clothing, close personal friends and 
cotton wool, suffuse with white spirit 
and ignite. 

8. Allow 38 days for February. 

1™ ~~-S Season'* greeting* to 

><_yl_rJLS please reserve me a copy 

I Name 



of The One every month. 



I Address-.. 



Pone OOP 



A 



•aT YOU WILL NEED: 



hat, a sharp knife, a length of cardboard toilet-tissue tube (use one only per cracker), a small Jar of 
French ectoplasm (or salivary amnelase will do), and a fully functioning liver and small bowel. 



- I " IRfcuJe buoeery 

! | | 

■y using t)ve guideline fold aj 'It' as a ditch or dyke and the crenellejted 
lop-piece rA" at the prongmajter, you tan re-usejthis template to , 
manufacture tome tradition*) paper cidwm The, dotted line* at 1A tan 
also be scored lightly with a «h.*ei so that the traditional paper ha^rlps 
traditionally as soon as It is placed on the traditfpnal head. i 
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ignore unUjtt <•■>• very Uupld 

Crap Compass 

Ewer wondered haw the 
Royal Marines locate cam- 
ouflaged socks In the 
dark? Or how the SAS 
finds the time to oper- 
ate the national airline 
of Belgium? It may 
have something to do 
with Spiggs Miniature 
Compass. Perfect for the 
handbag or dash-board 
(glue not included), this 
handsome, practical benl- 
son means the only bearing 
you'll ever lose is likely to be 
from one of any number of electro- 
mechanical devices where friction is 
constantly taking place. sj/ 





Z ln °^»^*&* Pish 

"'lei n< * '*C,i- ,L pa Per Co.i- " f 




Based on the popular, but 'not very funny' Anient. in comed- 
ienne's famous New-York Jewish smackers, these cheery cherries 
will bring a ruby smile Id the faces of the most serious 
physics and chemistry students. Also available in a range 
of today's colours for disc-jockeys and the minor clergy. 

collar with gilm. 



C^t the spinning sha^e opposite (right) 
from the preprinted gueset line (below). 

Pitjrce the ebonite certtre loop with a / 
knittieg needle (number 1,4), and insert ify 
a kpent t J-bore cartridge into the / M 
frvshlH minted voidling. Spin slavishly / M 

until "any of the selectecapunehllnes /I 
comesjto rest against the [I ire-engine 
red arrow provided hereinunder. 

i I 

i i 

I * 

i i 

■ I 



— . FOLD 




Black Beauty? 

It's black. It's moulded In finest Hong Kong 
plastic, but which popular farm animal is 
rt? Keep younger family members amused 
tor hours with this chewable farmyard quit 
on five things which could be legs, but one 
of which It probably the tail. 



Ail i" Willi 



CLEVER JOliCE 
RAlMDOAAISER 

& mptto make** 

What ma|es something tunny, 
' or indeed'wise? From now,on, 
you decide! Just pick any c*io of 
, the Interchangeable words or 
Wf phrases listed below, and th^n 
Yf using the Rajtdomiser opposite, 
/ apply repeatedly until amusing 
! and/or sage. Adhere with gusto t}o a 
pleated joke or adage paper (not incl). 



Doctor- Hello -Vuletide log-Sea kelp-Is a door 
not a door-Marimbas-Whleh little piggy went 
to market -Eisteddfod •! sayBjork-lolly-OK 
FrurtyMordake Earl of Flfe-I'm Mandy fly 
me -leggings - which ■ when- why- who • with- 
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allle your way through 23 
massive, magical levels, fighting 
23 (different, intelligent) creature 
types and solving mind boggling 
puzzles in search of the legendary 
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won't be disappointed' 

"very commendable, enjoyable and 
acccssablc 

...a damn fine challenge-especially 
for those disappointed* bv the lack of 
Beholder 3 J 

"...this could set a precedent for all 
future Amiga RPG's" 



CU Amiga Screenstar 

"...Tricky but fun RPG when you get 
the hang off 111" 

"...puzzle intensive" 

"...enormous game' f^-lA 

"...You'll love Crystal Dragon" 



...About as close as you're going to 
get to a true RPG on an Amiga.' 

'...Crystal Dragon... accurately repre- 
sents the board game style.' 

'...more of a test for adventurers than 
ever before. 
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"...A very Involving RPG.' 



...Fans of RPG's should add Crystal 
Dragon lo their collection. 

' Black Legend Software 
lulling Mill lUrn, fulling Mill Lane. 
WeUvyn, Hons A 1-6 9NP 
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Wanna pack a BIG GUN with enough 
ammo W level a city? You got It...! 
Wanna massahre seriously psykotlc 
Psyhogenix mutants and gel paid? You 
got IJ 

Wanna blast your way through the 
savage secret zones, deadly Krewlraps, 
mad'n'bad buildings and hideous 
end-oMevfll Psykos comprising 6 
HUMUNGOUS levels ol 3D Isometrlk 
kamage - and wear a spectacularly 
sexy, hyper-hl-tek. Big Ordinance 
Neutralising Eio Skeleton to boot? 




Well you got It all -but only It you 
loin Spine. Joint ana Rib. 
otherwise known as the SKELETON 
KREW, In their first outRAGEous 
blastlestl! 

Up to two players. 




I! 



IK 

HUMS 






Skeleton Krew © Core Design Limit 
All Rights Reserv 

55 Ashbourne Road Derby DE22 3FS Telephone (01332) 297797 Facsimile (01332) 381 

Skeleton Krew Is a trademark ol Core Design Llr 



